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VIDEO GAME STORY TIME 


WOULD YOU LIKE to hear a story? 


Regular NF readers are already familiar with the work of Matthew Loffhagen, one of our dedicated staff artists who contributes 
a new Comic Break page to each new edition we publish. (This time it's on Page 7, just ahead!) But even Nintendo Force diehards 
may be unaware that our printed pages aren't the only canvas that plays host to Matthew's signature style of heartwarming cartoon 
art. He's also the illustrator of a YouTube channel known as Video Game Story Time! 


Working in partnership with BretonStripes, who narrates each video, Matthew uses his skill with a pen and a suite of editing 
software to bring to life the real-world, behind-the-scenes stories that drive the video game industry. The developers who create 
your favorite games are often in the spotlight of Story Time videos, and watching even a few of them will surely give you a fresh 
appreciation for the human reality making all this digital entertainment possible! Each video is always calm and kindhearted, too, 
telling its tale in a soothing tone that stands in stark contrast to the bombastic, in-your-face nature of just about everything else 
that's published on YouTube each and every day. So why not give the channel a look? Everyone loves a good story! - LUCAS 


YouTube.com/VideoGameStoryTime 
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SV MEWHAT SPOOKY 


Happy Halloween, Nintendo Force fans! Welcome to our 
first-ever October issue! 

Thanks to the support of our patrons over on Patreon, 
we're bringing you this second NF issue in the same two- 
month time frame as the Dragon Quest-led September 
edition that preceded it. (Normally we have a combined 
September/October edition, but this year each month 
got its own!) We'll be transitioning straight back into the 
normal bi-monthly rhythm following this pilot test, but 
it's something we may revisit in the future — pending 
patron approval, that is! 

| suppose we could have given any of our past issues a 
theme focusing on "Family-Friendly Frights" before this, 
but I’m happy we kept a pin in this idea until now — the 
timing of Luigi’s Mansion 3 being released exactly on 
Halloween day, October 31, is just too perfect as a cen- 
terpiece for this discussion. Specifically, we're thinking 
about how Nintendo has dabbled in horror for decades — 
but only just a bit. By and large the company's games 
have always earned their E ratings and most all of the 
content in most all of their games is never at all scary in 
the slightest. But the Big N tends to step into the 
shadows to spook their players here and there! Never 
too consistently — just often enough that each time it 
happens, it's still surprising and unexpected. But after so 
many years, we're able to look back and trace a line 
through several examples, which is what we've done in 
the central feature in this edition. 

And following that? Total frivolity! Halloween isn't all 
about being scared, you know. It's also the grandest day 
of dress-up in each calendar year! So our secondary 
feature, Costume Party, looks back at some of the best 
examples of Nintendo's most notable characters suiting 
up in outfits that are not their standard, normal looks. 

Beyond that? Please appreciate our attempt to make 
the Previews section as Halloween-ish as possible, our 
prominent reviews of spooktacular titles like Deadeus, 
Obakeidoro! and Bloodstained: Ritual of the Night, our 
seasonal comics (two of which were illustrated by new 
contributing artists) and our featured Interview with two 
of the team members behind Friday the 13th: The Game! 
(Which is not family-friendly in the slightest. Please note 
the M rating on that one!) 

Happy Halloween once again, everyone! Thanks for 
helping us celebrate! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


To this day I still can get the shivers 
over the Dianoga (tentacle monster) in 
the sewer level of Star Wars: Shadows 
of the Empire on the Nintendo 64. As 
you navigated the murky waters of the 
sewer, you could hear the sound of its 
growl in the distance. No matter how 
careful you were, it always seemed to 
creep up on you. The sluggish controls 
combined with the lack of aiming guar- 
anteed a panic attack for me and my 
buddies. At least when you killed one 
you were were rewarded with a satisfy- 
ing gurgle as it turned into smoke! 

(It’s not as scary on the PC version, 
as the resolution is better, so the water 
is not as foggy and is much easier to 
navigate.) - DOUG SAHR 


Like many, my first introduction to a lot 
of Nintendo's library of characters was 
Super Smash Bros. At the tender age of 
6, | had played Mario, Donkey Kong and 
Pokémon, but I certainly had no idea 
who Samus was, so when | went to 
Blockbuster and saw that cool character 
on the cover of Super Metroid, | had no 
idea what I was getting into. 

Games were lighthearted! Silly! 
About bonking silly animal characters! 
So | was immediately put on edge when 
| walked through a space station full of 
corpses. And then | walked into an 
empty room, a giant purple dragon 
appeared out of nowhere and screamed 
at me, and | was scared so bad | didn’t 
pick the game back up for YEARS! Glad | 
did though, as it’s one of my favorites, 
and | always get a kick out of fighting a 
monster from my childhood nightmares. 
— TOM EHRENZELLER 


Our decision to dedicate our last issue 
to the Dragon Quest series seems to 
have gone over well with everyone 
concerned! That’s another point of 
anecdotal evidence that’s pointing 
toward the series finally breaking 
through the fog to have its moment in 
the sun in America. We'll have to see 
how the sales of Dragon Quest XI S do 
after a few months on store shelves! 
As we await that information, though, 
our attention is shifting from Erdrea's 
sunny skies to the murky nighttime 
darkness enshrouding Luigi's next 
adventure . . . and all things spooky 
and Halloween-ish besides! In the Poll 
last time, we asked you to share tales 
of when you played a scary game. 
Then requested your opinion of the 
finest alternate costumes you've seen 
famous characters wear. And finally, a 
hype check for the brand-new Luigi's 
Mansion 3! Here's what you said: 


The first time I ever got scared while 
playing a video game was when | was 7 
and just beat Medusa in Kid Icarus: 
Uprising. After you think the game is 
over, Hades comes barging in and tells 
you that it's not over yet! 1 don't know 
what it was, but Hades just terrified me. 
Even despite that, Kid Icarus: Uprising is 
my favorite game of all-time! — ALEX 


The most memorable scare | got in a 
video game was seeing Andross in Star 
Fox 64 on Nintendo 64. | mean, come 
on, the guy's a crazy monkey head with 
two floating hands! That, plus his evil 
laugh scared the crud out of my 10- 
year-old self! In retrospect, the game 
wasn't intentionally scary, but I 
would've liked to have been warned 
ahead of time, thank you very much! At 
the time, | had no idea what Andross 
really looked like, aside from being a 
monkey, so that made it more scary for 
те. — RAYMOND HINSHAW 


The funny thing about this question is 
that | was scared of a game mechanic — 
specifically the time mechanic in 
Majora's Mask. I was a bit younger when 
| played Majora's Mask on the 3DS, and I 
always remember how the moment it 
got to the third day | would start panick- 
ing. 1 would always reset the time cycle 
once it got halfway through the third 
day because I was too scared to see 
what would happen if the time ran out. 
Because of this, 1 never got far in the 
game, and many times my young self 
had to bravely push forward. (I did 
eventually complete it.) - NICK W. 
Time can be terrifying! 
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| remember being scared at a certain part of one of my all-time favorite Game Boy 
Advance games: Mario & Luigi: Superstar Saga. The part that freaked me out was 
Woohoo Hooniversity. The whole place had an eerie vibe to it. The haunting music, worn- 
out floors where you could actually see the pipes, cracks in the walls, the activated lasers 
going through the rooms . . . not to mention the kinds of enemies walking around, like 
viruses from Dr. Mario. There's even a room with some poor creature getting electro- 
cuted! I’ve played the game numerous times and Woohoo Hooniversity always gives me 
the creeps. I felt so relieved leaving that place. 

1 dug out my old Game Boy Advance in order to provide some in-game pictures of 
Woohoo Hooniversity. The Game Boy Advance has no backlight though, and the pictures 
weren't coming out great due to poor lighting, so | had to switch to my DS. | also 
attempted to draw how it feels entering Woohoo Hooniversity. This took many tries, as I 
kept messing up. Enjoy! — BINYAMIN ABERBACH 
It looks great to us, Binyamin! And congratulations on being the first person in the 
history of NF, 1 believe, to go old-school and snap a photo of your game screen in 
action, in person, in order to illustrate the topic of your letter. Reminds me of the 
good old NP days when they had to educate people in every issue about 
how to best set up a film camera to photograph a CRT television! 
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All of Peach's costumes in Mario Odyssey are pretty 

great! | especially like the one she wears in Bowser's 
Kingdom! Her Fire Flower kimono and Boo mask are 
super cute! - EMMA BELK 


Personally, the best costume goes to Fake Crash's 
truly dashing nerd costume from Crash Team 
Racing: Nitro-Fueled. Just look at his first place 
podium animation, as he gets up on stage and 
performs his best Napoleon Dynamite-inspired 
dance moves. Is he not truly dressed for success?! 
- MAC 


There is only one correct greatest alternate 
costume: biker princess in Mario Kart. — JEREMY 
STRZYNSKI 

But which princess? (I'll assume you meant Baby 
Daisy, in which case, yes.) 


My favorite alternate costume for any video game 
character has to be Bowser's tuxedo from Super 
Mario Odyssey. You never really see him in a full 
suit, but at least the first full suit he wore is pretty 
classy! — MATTHEW JENKIN 


When thinking about alternate costumes for game 
characters, | often think of the newer Ace Attorney 
games, which include alternate outfits for the 
playable lawyers. Something about defending a 
client from a murder charge in a school uniform or a 
bright pink sweater with a heart on it is just amusing 
to me. You'd think the judge would maybe say some- 
thing about it, but | guess he hasn't really cared 
much about prosecutors whipping people or 
throwing cups of coffee at the defense before, so a 
change of clothes is maybe the least of the court's 
worries. — XAVIER GAVIN 


I am definitely looking forward to Luigi's Mansion 3! 
It looks great! I’ve never played one of them before, 
but am absolutely considering getting a copy. I'm 


also thinking about getting Dark Moon for 3DS. My 
favorite mode: the Scream Park! Team Gooigi for the 
win! And all the new features of the Poltergust G-00, 
like slamming those ghosts onto each other! (And, 
why I want to make the Boo sad: Bad experience 
with one in New Super Mario Bros. 2.) - YOUR 
OTHER 10-YEAR-OLD FAN, MIKE POWELL 


| am looking forward to Luigi's Mansion 3 because I 
have never played a game in the series, but have 
always wanted to. - ANDREAS TANGEN 


When | was in college, the Resident Evil remake 
came out. | was home visiting and my room was in 
my parents' basement. Some friends had just left 
and | was ready to start the game. For months I had 
been looking forward to it. | turned out the lights, 
walked downstairs and started the game. The 
warning faded. The Capcom logo came and went. 
Then, there was a doorway with what looked like a 
body sitting on a table. Suspenseful music was built. 
| was sitting there like "That body is going to move." 
Sure enough, it did, and | was watching in such 
suspense. A bullet was fired, the body dropped back 
down, and me? I turned off the game, turned the 
light back on and went back to playing Monkey Ball. 
Y'all! | was a grown man at the age of 20 and I didn't 
even make it into the game. 

That said, | am very much looking forward to 
Luigi's Mansion 3. As | have gotten older, | have such 
a nostalgic joy for Halloween and fun creepy things. 
Everything about this game oozes (sometimes liter- 
ally) a fun creepy atmosphere. Throwing ghosts 
around, so many floors, a cool secondary mode, 
great ambience, enjoyable characters and it is 
releasing on Halloween. On top of that, local co-op!? 
Гат in! Even if they put a frightening zombie at the 
beginning. 

But they wouldn't do that, right? - ADAM 
RENARD 
You know, 1 wouldn't put it past them... 


DON'T ANGER 


THE OX 


Hey Ox, 

The last mainline Punch-Out!! game was 
released 10 years ago, on the Nintendo Wii. Do 
you think it's the right time for a new entry in the 
series? If so, what direction could the series take 
to stir up interest for newer players? — RYAN 
Any time is the right time for Punch-Out!!. But 
more practically speaking, maybe it's time to 
let us play as someone besides Little Mac? 


Dear Ox, 

When will Nintendo ever make a sequel to 
Eternal Darkness? - SOUNDSCAPE 
Once that last Sanity Effect wears off. 
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NF ADVENTURES IN SOUTH AFRICA 


Longtime NF subscriber Ethan Whitted wrote in via the Patreon page recently, sharing this photo and 
these words: "| traveled to the other side of the globe this year to continue my studies in South Africa for 
a time. It was a little bit tough leaving everything/everyone that | knew and that | was comfortable with 
behind, but one thing that made the transition a little bit easier were some certain items | brought from 
home: Nintendo Force back issues! (They also helped on the 22+ hour plane rides)." Thanks for taking us 
along for the ride, Ethan! Has anyone else out there carried our issues along on long trips? Let us know! 


THE PLAYER'S POLL 


Congratulations to Mike Powell, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to read 
your responses to some Pokémon-related lines of questioning! 


QUESTION 71 QUESTION 22 QUESTION #3 


Let's dive right in: Sword & Some old Pokémon are 
Shield won't have the full getting new evolutions in 
National Dex of every 'mon Galar. If you could pick 
ever made. Is that a problem? one old 'mon to evolve, 
Or is it no big deal? which would it be? Why? 


Hype check! Even with all the 
controversy surrounding Sword 
& Shield, are you still planning 
to buy and play it? Or will you 

skip Gen VIII for now? 


Email your responses to PlayersPollagNFMagazine.com with the subject line 
"Player's Poll for Issue #43" - this time, one reader whose answers are picked 
for print will win a brand-new copy of either Pokémon Sword or Pokémon Shield! 


COMIC BREAK === 
THIS I5 
SUCH A BAD 
E IDEA! 
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THAT B00'S BEEN 
IN THE BATHROOM 
FOR A WHILE... 


OH GREAT, 


WHO INVITED 
! . 
еол LET'S PLAY SPIN 


THE BOTTLE! 


HEYA. 


NO ONE THOUGHT this would 
happen — not in a million years. He 
was the subject of jokes and memes; 
mentioned in the same breath as 
Minecraft Steve, Doomguy and Waluigi 
as being the next additions to the 
main roster. But for Undertale and 
Super Smash Bros. Ultimate fans, their 
hopes and dreams came true after the 
September Nintendo Direct. During a 
bonus presentation hosted by director 
Masahiro Sakurai, where he show- 
cased the day's new addition to the 
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The madman actually went and did it. 
Sans, from Undertale, is officially a part of Super Smash Bros. Ultimate. 


cast, Banjo & Kazooie, there was one 
more huge surprise for him to reveal: 
Sans had made it into Super Smash 
Bros. Ultimate! 

‚.. as a 75-cent Mii Gunner outfit. 

But wait, don't stick your head out 
of the bedroom door and play a sad 
trombone! To borrow a pro wrestling 
term, the announcement got one of 
the biggest pops of the day, surpass- 
ing the announcement that SNK's 
Terry Bogard is hitting the main roster. 
Reaction videos of the viewing party 


at Nintendo NY are filled with excited 
screaming, hugs and high fives all 
around when he first appeared on 
screen. Fans truly flipped out! 

The Sans costume also comes with 
another special treat: a brand-new 
arrangement of "Megalovania," the 
theme of Sans' boss battle, composed 
by creator/composer Toby Fox exclu- 
sively for Smash Ultimate. (There's 
some more awesome music-related 
news involving Toby Fox on Page 17!) 
The track's been a part of Fox's reper- 


toire ever since he composed it for an 
EarthBound hack and had it featured 
as background music in the web series 
Homestuck, and to hear it on a grand 
stage like this is pretty exciting! 

It’s hard to believe that Undertale 
only recently celebrated its fourth 
anniversary, but its rise in popularity 
has been meteoric. It's become espe- 
cially popular in Japan, with songs 
from the soundtrack added to the 
games Groove Coaster and Taiko no 
Tatsujin, as well as wrestler Kenny 
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X Special Moves 
2 Laser Blaze 
49 1 Flame Pillar 
3 Arm Rocket 
¥ 1 Echo Reflector 


Omega collaborating with Fox on an 
Undertale-inspired promo video for 
his appearance at Wrestle Kingdom 13 
earlier this year. Fox has also met with 
Shigesato Itoi — creator of the Mother 
series, one of Undertale's strongest 
influences — on multiple occasions, 
much to the joy of both. 

But what likely led to the inclusion 
of Sans in Smash Ultimate was a 
meeting with Masahiro Sakurai, when 
Fox was invited to a party at Sakurai's 
home. At the party, the two of them 
played multiple Smash Ultimate 
matches, where the two of them pitted 
randomly selected characters against 
each other. Fox managed to hold his 
own and almost evenly split the series 
with Sakurai... who admitted that 
maybe he let Fox win a few times. "Of 
all the guests, he was probably the 
strongest," Sakura said through a 
translator during the Banjo & Kazooie 
video. Their memorable evening was 
capped off by Fox getting a ride home 
from Sakurai with the two of them lis- 
tening to the Smash Bros. soundtrack, 
as Fox recounted on his Twitter 
account. (He also christened Sakurai's 
car the "Batmobile," as illustrated on 
the inside front cover of this issue by 
our own Matthew Loffhagen.) 

Now that Sans is here, the question 
is: Are you gonna have a bad time, or 
a good time? 


Favorite 
RA 


Looks like I’m 
going to have 
to, ahem, bone 
up on my Mii 


Gunner skills. 
*Rimshot* 


I'm (not) sorry. 


- REBECCA 


MEGALOVANIA' 


UNDERTALE 


PROFESSOR FILS-AIME 


Reggie's first post-Nintendo job is revealed! 


IT’S A SHAME this news didn't break a couple of months ago, in time 
for inclusion in our school-themed Issue #40 — Reggie Fils-Aime has 
decided to become a teacher! 

The absolutely iconic Reggie was the most prominent face of all 
things Nintendo of America for nearly 13 years, from the time he was 
promoted to become the President and COO of NOA in May 2006 all the 
way until this past April 15, when he retired from that role — and the 
Big N as a whole — and passed the torch of Nintendo leadership to 
Doug Bowser. Since that day, many have wondered where Reggie would 
end up next. His journey before arriving at Nintendo saw him spend 
time building his reputation at companies like Procter & Gamble, VH1 
and even Pizza Hut, so most of us assumed that he wouldn't be finished 
as a professional quite yet (even though retiring fully would have given 
him a lot of extra time to get back to playing Animal Crossing: New Leaf 
on his Nintendo 3DS). 

As it turns out, Reggie's returning to his roots. He's accepted a role 
as the inaugural Leader in Residence at Cornell University's School of 
Business. His own alma mater! He'll be presenting a lecture entitled 
"Reggie's Principles for Next Generation Leaders" on October 21 as his 
first step into his new role. (It's open to the public, if you want to go!) 

Congrats, Reggie! If you teach a regular class as part of this new 
position, go easy on the students! They'll be in for quite a ride with the 
Regginator judging their presentations and grading their tests. Try not 
to vaporize any underachievers with your laser eyes, OK? - LUCAS 
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COLLECIOR' S CORNER 


e < 


= ~~ SUPER SWEETS! 


Sugarfina introduces Mushroom Kingdom confections. 


SEEMINGLY OUT OF the blue, creative confection designer Sugarfina has collaborated with 
Nintendo to bring us some candies based on the Mushroom Kingdom’s most famous characters. 
There are six different candies to choose from: Mario Invincibility Stars, Luigi Green Mushrooms, 

Princess Peach Princess Pearls, Toad Red Mushrooms, Goomba Chocolate Caramels and Bowser 
Milk Chocolate Marshmallow Eggs. The centerpiece of the set is a three-piece bento box that 
houses three different types of candies inside an NES-style papercraft that folds out to 
reveal Super Mario Bros. graphics and sound. There are also NES controller boxes for 
the candies and the characters themselves appear on "lucite" cubes. | haven't 
tried any of these myself, but hear they are YUMMY. Sugarfina.com has them! 


THE SCARIEST SONIC 


Horrify your neighboorhood this Halloween as Rejected Movie Sonic! 


PERHAPS THE MOST terrifying thing you'll see in this whole spooky NF issue is the 
"realistic" adult Sonic the Hedgehog mask that was supposed to hang on the coattails 
of the movie's release. Due to fan outcry, the movie is being re-rendered with a new 
Sonic design — but this piece of merchandise squeaked through during the interim. It 
does not appear to be officially licensed, and could be a factory prototype for a would- 
be official product that is now being sold unofficially because of the movie's delay . . . 
and its utter hideousness. Regardless of its purported origin or its nebulous production, 
the mask is out there to purchase on Amazon through third-party sellers at around $50. 
That's a lot of scratch for a now-defunct Halloween mask based off a lambasted design, 
but how much would you pay to be the scariest thing on the block? 
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Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com. 


Ki RBY'S STEAM LAN р? They're all geared up! 


YOU'D THINK THAT Re-ment's new Kirby sets were based on a new steampunk-style Kirby 
game, but no game inspired these sets! There are figures, straps and the plushes you see here. 
Only Kirby, Waddle Dee and Meta Knight made the cut for these small but very detailed plushes. 
Kirby is adorned with belts, pouches and a poofy hat, while Waddle Dee has welding goggles and 
a wrench. Meta Knight looks pretty dapper sporting a top hat with a gear on it! 

Each plush stands about six inches, and their release date is simply "October 2019," meaning 
they could be out now as you're reading this. They are, of course, only available in Japan for 
around $20 each, but you can always rely on your favorite import shop to attain these. Magalor, 
King Dedede and even Daroach from Squeak Squad appear in the figures alongside various 
steampunk accessories. Now | want a game! 


CAN'T CALM THIS KARP 
This Pokemon plushie is totally going to flop. 


MAGIKARP IS PRETTY laughable until it evolves. In the water its abilities are 
fairly weak, but out of the water it’s practically useless. In an intense battle, it will 
simply . . . flop around. Like a fish. Out of water. 

You can bring the feeling of choosing Magikarp to lose the battle home with this 
great plush from Wicked Cool Toys! Simply squeeze this 10-inch polyester fish to 
make it do its pathetic death dance. It’s around $30 to own. Just don’t get it wet! 


‚атпоо: 
UPDATE 


THE AMIIBO ADVENTURE continues! 

Squirtle, Ivysaur and Snake came out alongside the 
Link's Awakening amiibo on September 20. I just can't get 
enough of that Link amiibo! Several of the Zelda amiibos 
also got reprints, including some from the very hard-to- 
find 30th anniversary set. | hope some collectors got to 
complete some sets! I think the toughest one to find is still 
the Skyward Sword Link, as the Majora's Mask and Ocarina 
of Time Link amiibos both got reprints. Skyward Sword 
Link was only available from Amazon and sold out in a 
blink. Make him more available, Nintendo! 

The next wave consists of Simon Belmont, Incineroar 
and Chrom, and they're set to release on November 15. 
These could be the last amiibos to hit this year, unless the 
long-delayed Shovel Knight figures do decide to drop in 
December. Most outlets are still giving them the 12/31/19 
placeholder date. In addition to the Plague, King and 
Specter Knights we've been waiting on forever, a new gold 
variant Shovel Knight is also being promised. 

Richter and Dark Samus are still slated for a nebulous 
"sometime" in the new year. Nintendo has not announced 
anything regarding the DLC characters' amiibo — apart 
from the fact that they will receive them. That means 
Joker, Dragon Quest's Hero, Banjo & Kazooie, Terry Bogard 
and whoever claims the fifth Fighters Pass spot will all 
receive amiibo. While all of these characters have received 
other kinds of toys in the past, there's just something 
about the magic of an amiibo and having everybody from 
one game scaled in relation to each other. The entire col- 
lection will be a sight to behold — in box or out of the box! 
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THIS RING’S A THING 


Wacky Nintendo’s raising some eyebrows again. 


AND YOU THOUGHT constructing 
your own Nintendo Switch controllers 
out of cardboard was odd! It turns out 
that the Labo line was just the begin- 
ning for off-the-wall ideas in specialty 
Switch input methods, as the company 
has just revealed their next plastic 
piece of insanity: the Nintendo Switch 
Ring-Con Controller. 

At first glance, the Ring-Con looks a 
lot like a steering wheel peripheral — 
the likes of which we've seen produced 
as optional input devices for video 
games for decades. But while the 
Ring-Con will detect rotation like a 
steering wheel, that's only the first of 
a whole suite of sensory abilities built 
into this simple plastic hoop. 

The critical difference is that the 
Ring-Con's entire plastic structure is 
flexible. Static, still photos like those 
seen here don't adequately display it, 
but the whole controller can be either 
squashed inward or stretched outward 
as needed to respond to on-screen 
prompts. See the two grips on either 
side, and how the players pictured 
above are holding on to them? Now 
just picture keeping that kind of tight 
grip and then smooshing the wheel so 
its shape contorts, then releasing it. 


Such a motion is naturally diffi- 
cult to do, as the rigidity of the 
material will of course provide 
resistance as the Ring-Con tries 
to spring back into its standard 
shape. And, with that bit of 
knowledge, you can probably 
peg this peripheral for its in- 
tended primary use: It's the 
latest piece of fitness gear to 
come from Nintendo! 

Running through the insides 
of the entire loop of the Ring-Con 
are sensors that will report back to 
game software how long you held 
the controller in either a squeezed or 
stretched state, and on-screen events 
will respond accordingly. The Joy-Con 
snapped into the device will also keep 
track of how you twist and turn the 
ring, sensing whether you lift it over 
your head, for instance, or move it 
from side to side. A second Joy-Con 
inserted into a secondary Leg Strap 
will work in concert with the first to 
monitor your whole body's movement! 

It's wacky, weird and fascinating 
new tech from Nintendo. And it needs 
a game to really show its stuff . . . so 
check that out on Page 39! — LUCAS 


Great! 


Another totally bonkers 
peripheral from Nintendo! 


After Labo, | don’t have 


any more storage space. 
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FORECAST 


THE RACE IS on, as it's a toss-up whether or not the print 
issues of this NF edition will make it into subscribers’ mailboxes 
faster than Ghostbusters: The Video Game Remastered arrives 
on store shelves. That’s happening almost immediately after the 
calendar flips into October, on the 4th of the month! Oh well, we 
gave it a preview anyway. Check it out on Page 34, and prepare 
yourself for the return of Mr. Stay Puft! 


<1 BUSTERS 
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DEBUTING ONLY SLIGHTLY deeper into the 
month of October is Playtonic's second adventure 
starring Yooka the Chameleon and Laylee the Bat: 
Yooka-Laylee and the Impossible Lair, hitting store 
shelves on October 8! We gave this one back-to- 
back previews in NF #40 and £41, so nothing new 
this time around. But a review next time! 


THE PLL ALSO HAVE to refer you back to the previous NF for 
LT UP EP E iz preview coverage of The Witcher III: Wild Hunt — Complete 
ASS y җе, jœ A Edition, as there wasn't really much new to be said about it to 
WILD MIRUNT justify discussing it again this time! We're simply waiting to get 
М/ our hands on the final game right now so we can properly 
evaluate its technical merits (or lack thereof). You can do the 
same on October 15! 


COMPLETE EDITION 


NO SENDING YOU elsewhere for coverage of 
this one, though! We've got a fresh preview of the 
newly named Little Town Hero ready for your 


perusal in the Download section just ahead on Page 
17. It’s due to debut as a Switch eShop exclusive on 
October 16, but it'll only keep the first-party spot- 
light for two days, because... 


... OCTOBER 18 IS when Nintendo gets weird with fitness 
gaming again! Glance back over to the previous page to learn 
about the new Ring-Con controller the Big N has N-vented this 
time, then flip ahead to the end of the Previews section on Page 
39 for a look at the actual software that's shipping to support 
the new device. Maybe you should use it to get some exercise 
before all that sugary candy consumption happens оп... 


HALLOWEEN! THAT'S WHEN our cover game for 
this issue, Luigi's Mansion 3, will make its debut. 
(Are kids really going to skip trick-or-treating time 
to stay inside on the couch hanging out with Luigi? 
Maybe some players will bring it along portably and 
suck up ghosts on the go while walking from house 
to house.) Our full final preview begins on Page 27! 


Cuigis 
Mansion. 


Back last year when the 3DS remake of the first Luigis Mansion arrived in 
October, | thought it would make for a fun bit of symmetry to see its Switch sequel 
arrive this October. And so it is! And, even better, Nintendo's breaking free of the 
"always release new games on Fridays" tradition to line Luigi's Mansion З up on the 


31st exactly, which is a Thursday this year. Way to be fun, Big N! — LUCAS 


A meteorological look at the bi 
currently scheduled to debut in the next few weeks. 


NEWS 


gest game and DLC releases 


SUPER 


® Fighters Pass 


AND WE'RE BACK to promoting Smash DLC in 
this space again. | make no apology for it! The 
Fighters Pass is still the most exciting ongoing 
post-release content addition package there is, 
and it keeps getting more exciting the more we 
learn about it! 

The fourth new fighter was revealed in a 
Nintendo Direct broadcast on September 4: 
Terry Bogard from the Fatal Fury series! And the 
King of Fighters series. And Capcom vs. SNK, 
and Garou: Mark of the Wolves and even SNK 
Heroines, when he became a girl! He's a legend 
in the fighting scene and a totally worthy new 
addition to the Smash cast. 

If you don't know Terry or are worried that 
only one more fighter remains unrevealed for 
the Pass, fear not! It's also been announced that 
even more DLC fighters will be offered even 
after the Pass runs out. The ride of Smash hype 
and speculation continues! HEY, COME ON! 


| N 


| FEEL LIKE a proud parent, don't 
you? Our adorable hair-whipping half- 
genie girl has grown into a capable 
woman over the past 17+ years. To 
think there was a period when nary a 
soul paid any mind to her whimsical 
escapades — no thanks to an ill-timed 
debut on the dying Game Boy Color! 
Yet she (and the stubborn crew at 
WayForward) remained determined to 
deliver belly-dancing joy to the world. 
Today, a more receptive public stands 
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in rapt anticipation for the fifth 
chapter in her spellbinding saga! 

Oh, how the years fly by! 

The previous game, Half-Genie 
Hero, was the first to target multiple 
platforms at launch, thus was pre- 
sented as sort of a soft reboot. Though 
events from earlier outings were 
vaguely alluded to, the story and 
moment-to-moment gameplay were 
otherwise accessible enough for new- 
comers to jump right in without 


З ай А 
RETURN OF THE HALF-GENIE HERO! 


The hair-whipping warrior woman ts back in 


feeling like they’d missed the prover- 
bial bus. Many longtime players did 
however express some slight disap- 
pointment, believing the overall 
quality to be a step down from Pirate's 
Curse. 

But with an audience of newly 
minted fans on the sidelines, Shantae 
and the Seven Sirens aims to take the 
training wheels off and return to the 
action the series is best known for. 
That's right! It's the return of nonlin- 


ear exploration as in the first three 
games, along with all-new labyrinths 
to explore and villages in which to 
catch some R&R! And while many of 
the 2D character and enemy models 
from Half-Genie Hero are being 
reused, gone are the 3D backgrounds 
in favor of classic hand-drawn envi- 
ronments. (WayForward was going 
through a bit of a 2.5D phase for a 
while there!) 

The flippant zombie Rottytops, 


loyal bird trainer Sky, aspiring hero 
Bolo and devious buccaneer Risky 
Boots all make their expected return, 
while several new half-genie friends 
join the cast as well. We meet one 
such fresh face in the recent demo 
brought to PAX West 2019 — after a 
brief skirmish with Risky Boots, 
Shantae navigates deeper into the 
bowels of the latest labyrinth and 
finds a lass with blond twintails named 
Plink imprisoned inside a cage. Upon 
her rescue, Plink gifts Shantae a 
Fusion Coin which allows her to trans- 
form into a Dash Newt that can zip 
through the air and scale walls. 

Said Fusion Coin is part of a newly 
reimagined transformation mechanic. 
Instead of performing a dance to mag- 
ically morph into a helpful critter and 
explore previously out-of-reach areas, 
Shantae can instantly switch forms 
with a simple button press — in the 
case of the Dash Newt, a tap of R is all 
it takes. Not only does this improve 
the flow of the action compared to 
past installments, it also implies that 
late-game puzzles may require the use 
of quick swaps in a fashion that 
wouldn't have been possible through 
dancing. Speaking of which, Shantae's 
hip-shaking is still in the game, though 
its purpose at this time remains a 
mystery. Are there transformations 
that still require her to bust a move? 


Or will dance magic serve some other 
function? 

The other big mechanic added this 
go-around is a collectible card system 
to tweak Shantae's abilities. This 
wasn't demonstrated in the demo, but 
based on similar systems in other 
games, we can assume that defeated 
monsters will sometimes drop cards 
that grant stat boosts or new tech- 
niques once equipped. However the 
cards are implemented, they'll be a 
welcome addition atop the tools that 
Shantae purchases in item shops. 

In more cosmetic news, we've got 
animated cutscenes now! Superfans 
may recall that the final stretch goal 
for the Half-Genie Hero Kickstarter 
was the promise of TV-quality anima- 
tion for the intro, ending and key plot 
points. While the campaign fell short 
of the $1.3 million required to turn 
that into reality, the franchise is in a 
much better spot these days, and 
WayForward now has the green to slap 
moving pictures on our screens! Hey, if 
River City Girls (reviewed on 
Page 22) could score full 
animation, why 
shouldn't the com- 
pany's main mascot 
receive the same five- 
star treatment? 


Back in July, when the game was 
still tentatively labeled "Shantae 5," 
WayForward uploaded the opening 
cinematic on YouTube, complete with 
a new theme, sung as before by 
Shantae's voice actress Cristina Vee. 
But just as exciting as the video itself 
was who produced it: Studio TRIGGER 
of Little Witch Academia and KILL la 
KILL fame! Known for their hyper- 
frenetic style that results in action 
sequences that could seemingly 
shatter your TV's borders at any 
moment, TRIGGER has lent their 
talents to a number of other Western 
projects already, including the Cartoon 
Network series OK K.O.! Let's Be 
Heroes and Lab Zero's upcoming 
action RPG Indivisible. There's no word 
yet if TRIGGER is also responsible for 
Seven Sirens' story cinematics or if 
another team is, but nevertheless, we 
appreciate the star power! 
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Now that your spirits have been 
appropriately raised, | must sadly 
bring them crashing down. Are you 
sitting for this one? Guys... longtime 
Shantae composer Jake Kaufman is 
not scoring Seven Sirens. The theme 
song from the opening movie? 
Composed by one Mark Sparling and 
arranged by one Maddie Lim. As for 
the remainder of the soundtrack, no 
one has formally claimed credit as of 
this writing. | wish whoever has been 
brought on board for this task all the 
best, but boy, those are some mighty 
big boots to fill! 

A musical shakeup, anime cut- 
scenes, instantaneous transforma- 
tions, the return of Metroidvania navi- 
gation — all these add up to what is 
obviously Shantae's most ambitious 
adventure yet. Get ready to dance 
through the danger one more time 
when Shantae and the Seven Sirens 
sashays onto Switch soon! - TONY 
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CLASH OF THE TITANS 


Take control of a kaiju in 


LITTLE-KNOWN FACT: | once became a giant can 
of soup named Kung-Fu Chicken Noodle and joined a 
monster wrestling federation called Kaiju Big Battel 
(misspelling intentional). So | can tell you from expe- 
rience that Dawn of the Monsters is shaping up to be 
the most realistic giant monster fighting game ever 
made. The pesky skyscrapers, the flame breath, the 
struggle of having your head pulled off by a rival . . . 
it's basically a kaiju documentary. 

No one saw this coming from 13AM, whose prior 
games include the whimsical eight-player party plat- 
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former Runbow and the anime-styled action/adven- 
ture Double Cross. With Dawn of the Monsters, it's 
clear that they're working to take things to the next 
level, with giant 3D environments, new artists on 
board like Mike Lambert (The Binding of Isaac: 
Rebirth, Shakedown: Hawaii, Cat Girl Without Salad. 
Katana Zero) and a day-glow neon aesthetic that's 
like sweet and sour sauce for your eyeballs. They've 
even already released a nine-inch, $130 Dawn of the 
Monsters toy! 

But how does it play? According to 13AM's Alex 


Rushdy, it's a ". . . four-player co-op kaiju beat-'em-up 
with RPG elements, inspired by Monster Hunter and 
other games we love, that has you traveling across 
the world fighting the 'Nephilim.' They’re ancient 
monsters that have crawled out of the Earth and 
taken four major urban centers in the future of 2065. 
As the game’s tagline suggests, it 'Takes Monsters to 
Stop Monsters,' so as an agent of DAWN (Defense 
Alliance Worldwide Network), it’s up to you send your 
own kaiju into battle to save the world. We’ve shown 
one of the four playable characters (a giant lava 
lizard named Megadon) and one of the enemies 
(Makairus, whose head you can see ripped off on our 
Twitter page at @13amgames). We're early in devel- 
opment but we're planning to show more and more in 
the coming months, aiming for a late 2020 release!" 

We'll be here for it, Alex! I may even break out my 
old soup costume to celebrate! - JONATHAN 


Granny Yarne! 


What in the world did you feed him!? 


OMETOWN DEFENDERS 


Protect your village from invading beasts in ! 


AXE CAN'T HELP but ask. What is 
outside the walls of this town? Why 
does no one ever venture out into the 
lands beyond? And why does everyone 
who lives here seem totally and per- 
fectly comfortable with this!? 

In Little Town Hero, you become 
the only inquisitive, adventurous boy 
in a village full of complacent home- 
bodies. This isolated settlement on the 
edge of the world has only one way in 
or out: a single gate that's protected 
by an intimidating castle built right on 
top of it. And the king who lives there 
lords over this little land, never letting 
anyone leave. 

And nobody seems to mind! Every 
person — except Axe — is content with 
simply living out their days in peace, 
never giving a second thought to what 
they might discover if they ever did 
decide to stretch their legs and 
explore. 

Until the monster attacks. 

All that blissful ignorance and town 
tranquility gets tossed out the window 
when a bulky, brutish beast appears in 
the quaint little hamlet one day and 
starts attacking everything in sight. It 
falls to Axe to defend his home, and he 
somehow manages to do it, defeating 
his foe with the power of a mysterious 
stone that he'd previously discovered 
in the mines running under the town. 
The incident is enough to push our 
hero over the edge to begin to 
demand answers to the questions only 
he's had the courage to ask, and the 
quest to uncover the truth of this tiny 
town's secrets is on. 

Little Town Hero is a small, con- 
tained quest that takes place entirely 
within the bounds of its titular town. 


As Axe, you'll alternate between inves- 
tigating (as much as you can while 
never actually leaving the settlement, 
that is) and defending the town and its 
residents from further monster 
attacks that begin to happen with wor- 
ryingly increasing frequency. 

It’s best to set your expectations 
for the scope of this adventure cor- 
rectly from the start. When it was first 
revealed to be in development one 
year ago with the straightforward 
working title of just "Town," we knew it 
was planned to be set entirely within 
the confines of a single setting, but 
didn't yet know how far the develop- 
ers would push that idea. Now that it's 
been revealed that Little Town Hero 
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Desperation 


@ Tough guard 


to a random Dazzit 
upon making the Izzit into a Dazzit. 
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will be ап eShop title priced at just 
$24.99 rather than a full-blown retail 
release asking for 60 bucks, we can 
better wrap our minds around what it 
will offer: not a huge RPG experience, 
but rather a focused, unique gameplay 
experiment. I'm up for one of those, 
aren't you? 

The uniqueness of the gameplay 
centers on the combat sequences, 
which are set apart from traditional 
RPGs in two ways. First, there are no 
"common" foes. Each fight is a boss 
battle, basically! No level grinding on 
weaklings between main events: You 
just have to muddle your way through 
somehow, even if you feel unprepared! 
Luckily, the second differentiating 


aspect is that success in these fights 
depends entirely on your "ideas." You 
have to come up with inventive, unex- 
pected ways to counteract the actions 
your enemies are taking, making each 
conflict more like a battle of wits than 
a contest of brawn! 

Axe won't be alone, thankfully, as 
he'll be able to recruit some of those 
previously blissfully ignorant fellow 
citizens to assist him in outsmarting 
each fresh foe. Choose your allies and 
your ideas wisely, and you'll emerge 
victorious . . . апа maybe uncover the 
secret of this little town! 

Little Town Hero drops into the 
Switch eShop on October 16. And if 
nothing else here has intrigued you 
about it, you may still want to check it 
out for its soundtrack alone — the OST 
has been composed almost entirely by 
Toby Fox, the musical mastermind who 
created Undertale and Deltarune! It 
will surely be filled with more of his 
addictively listenable jams! — LUCAS 
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Help! 


Yikes! dpo to jail! 


Thanks! 


A Ghoulish Game of Tag 


WHO'S UP FOR a new take on an 
old favorite? Obakeidoro! is a spooky 
spin on good old tag, the playground 
classic that has most of its players 
running around randomly to try to 
avoid the touch of the final partici- 
pant: the infamous "it." Only, in the 
traditional variety played during 
recesses around the country on a 
daily basis, "it" is never a ghost! 

Obaikeidoro!, then, is a uniquely 
asymmetric experience. One player 
becomes the ghoulish monster who's 
giving chase to all the others, but its 
nature as a ghost allows it to do 
ghostly things like phase straight 
through solid walls. Think you've got 
a great hiding place? You might think 
again when a pair of spectral hands 
emerges from the tree or building or 
tombstone you're cowering behind to 
whisk you off to jail! 

The human players in this fright- 
ful frenzy aren't without their own 
bag of tricks, though. Each runner 
carries a lantern, and if he or she 
sees the ghost closing in to try to 
grab them, they can activate a burst 
of light that will spook the specter. 


FREESTYLE E 
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(5) 1 left 


© Activate 


O` lantern! 


WEAR Reset Camera 


The ghost will be frozen in place for 
a few moments, and the hunted 
human will have a chance to dash 
away and try to hide again before 
"it" regains its senses. 

Obaikeidoro!’s take on tag is one- 
versus-three, with a single ghost on 
the hunt for a trio of kids. The kids 
win if even one of them manages to 
evade capture for three full minutes 
— but even if one or two of them do 
get caught before time has elapsed, 
the remaining active allies can break 
them free from the jail in the center 
of the arena by activating switches 
on the sides (all while still dodging 
the ghost themselves, of course). 
The ghost, of course, wins by finding 
and grabbing all three humans. 


It’s fun! Obakeidoro! wasn’t on my 
radar before its release in late 
August, but its Halloween-ish theme 
with a just slightly spooky cast of 
characters playing a lighthearted 
playground game made me want to 
evaluate it first and foremost here in 
"Family-Friendly Frights." And, for 
my family at least, it’s been a joy. My 
sons have been all giggles running 
around these cartoon graveyards 
and fog-covered city streets, alter- 
nating turns being the ghost and 
then being the humans. At just three 
minutes apiece, games go quickly 
and there’s never any hard feelings 
no matter who came out the winner 
in the previous round — just on to 
deciding who's who for next time! 


Obakeidoro! is a joy in gameplay 
design and presentation, but it does 
fall short in variety. (At least at first.) 
Several different choices of monsters 
are available beyond the default 
ghost, "Patches," but you have to 
play several rounds and earn coins 
to purchase the others from an in- 
game shop. The humans are even 
more limited, as, at the start, there 
are only two you can use: a boy and 
a girl. And since you have to send 
three humans into the fray to play, 
that means at least two players will 
have to double up on the same char- 
acter! That can be confusing in a 
game like this. ("Which one am I 
again? I'm the boy? I thought you 
were the boy?!") 

Such problems are soon drowned 
out by the sounds of laughter that 
playing each round elicits, though. 
So don't miss Obakeidoro! for family- 
friendly frightening fun! - LUCAS 


Visit Scenic Hawkins, Indiana 


STRANGER THINGS IS always 
embedded in my TV screen the 
weekend it comes out, ready for 
binging. Is it the best drama on TV 
now? Far from it. Is it one of the 
most fun? Absolutely! The Duffer 
Brothers have done a fantastic job of 
bringing us back to a not-so-distant 
bygone era that's familiar, yet filled 
with its own secrets and uniqueness. 
The Stranger Things 3 game, in turn, 
tries to emulate that same feel — but 
without most of the charm. 

f you haven't seen the third 
season of Stranger Things, do not 
play the game, full stop. It's pretty 
much a shot-for-shot remake (albeit 
with less dramatic impact and those 


"shots" are pixels) of the latest 
season, with a few filler-like liberties 
thrown in for good measure (and to 
help pad the game out to a decent 
RPG-sized length of roughly 11 
hours). Yes, there are RPG elements, 
but this is ultimately an isometric 
beat-'em-up akin to Diablo: You'll 
wander around screen upon screen 
of puzzles and enemy waves while 
employing character-based abilities. 
(Joyce can use her bolt cutters to get 
through locks, and so on.) 

Once you've picked up the core 
crew, swapping between them to 
reach new hidden areas is a lot of 
fun, especially when you start dis- 
cerning individual abilities. You can 


also safely settle in with your favor- 
ites for day-to-day use, and punching 
people with Hopper will never not be 
fun. (Plus, it's admirable that every 
cast member feels formidable, even 
in the face of the all-powerful 
Eleven.) There's a certain kind of joy 
that | feel when roaming around 
popular locales, even ones as innoc- 
uous as a pool (which fans will recall 
is a fairly important part of the 
show). But at the same time, | do 
wish we just got a full-on open world 
Stranger Things game, as everything 
feels more segmented (there are 
even segues that take you out of the 
action and usher in cutsenes). 

The original Stranger Things 
game project was roughly half the 


scope of this one, and was better for 
it. Not only was there less room for 
retreading, but right as the formula 
was starting to wear thin, it was 
over. That's not the case here, as the 
crafting and equipment elements 
feel ancillary to everything else: light 
puzzles and button-mashing action. 
It loses sight of what's really import- 
ant frequently, to the point where I 
was actively thinking about it during 
a few portions of the game. 

Co-op multiplayer is a huge part 
of the game and I highly recommend 
jumping in with a friend. If you don't, 
an A.I. partner will take charge, but 
you really want someone else there 
to do more than just occasionally 
throw some covering fire down. The 
co-op angle is actually one of the 
game's saving graces, as it's perfect 
for superfan spouse teams who can't 
get enough Stranger Things. 

Stranger Things 3: The Game is in 
a very strange spot, because if you 
finished the series you likely don't 
want to watch a straight re-telling of 
the same events — but if you haven't 
seen it yet, you probably don't want 
to just jump in here after two TV 
seasons of setup. | wish BonusXP had 
the chance to utilize their talents 
with a different IP, because the 
whole approach here is flawed. 

— CHRIS 
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The Switch? Yeah, It Can Run 


IF YOU GREW ир in the '90s and were allowed 

to play violent video games, you played DOOM. While 

everyone's childhood memories are different, | vividly recall playing through 
entire episodes with family members, employing the classic kid trick of "the 
adult moves, the less skilled person presses the shoot button." It really felt like 
you were controlling everything! But even as the years went on and | eventually 
moved into a bigger role in the world of DOOM, one thing stayed the same: 
DOOM is one of the best shooters ever made. 

| can pick up DOOM and learn something new each and every time, because 
that's just how well designed it is. While modern shooters often employ their 
own mesmerizing Hollywood-esque tricks to funnel players through corridors 
of craziness, DOOM had its own homebrewed entropy baked in. Nearly every 
door, whether secret or in plain sight, could contain an enemy. Heck, it could 
have a new enemy hiding behind it that you haven't seen before! 

Such is the splendor of DOOM. Just when you thought you had it all figured 
out, a new weapon comes your way. And it's not one of two guns, it's part of an 
entire wheel/spread, and each one serves a specific purpose. Saving certain 
types of ammo for a certain kind of enemy is a commonplace tactic in DOOM, 
and although it does maintain a wonderfully well-paced run-and-gun feel, there 
is a layer of strategy slopped on top. 

But really, the chief reason why DOOM holds up so much is its level design. 
Secret doors are strewn around every single stage, and the designers are deli- 
ciously devilish when it comes to taunting you into finding new ones. Take the 
very first level: You can see a huge open area far off in the distance, but the 
critical path won't take you there. You could exit the level immediately and be 
on your merry way, or spend the next 30 minutes trying to figure out how to 
get into a zone you haven't been to before. Brilliant! DOOM basically does this 
nearly 30 times with its level set, which is a near-impossible feat. 

You're getting all four chapters here (including the Ultimate one that was 
added later), and (local) multiplayer, so this is the full DOOM experience. The 
episodic nature might have less of a point now (in the past "shareware" was a 
thing), but it's a perfect recipe for a Switch pick-up-and-play session. 

There are a few Switch-specific issues in this 2019 re-release though, which 
mostly amount to light frame problems (which I can deal with for a game that's 
from 1993) and music tempo concerns (which, again, | can deal with). Bethesda 
has promised to release a patch to address some of those issues, and it may 
already be available by the time you read this! In the past there was also a 
nasty requirement for a Bethesda.net account to log in, but that was eliminated 
after launch. 

| can hear the music of the first level (from the episode "Knee 
Deep in the Dead") in my mind while writing this review: I 
must have played it a few hundred times. DOOM 1 has 
been portable before, but I'll take it on as many systems 
as | can get. — CHRIS 
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А Second Trip into the Abyss 


IT'S REALLY HARD to review both DOOM and its 
sequel at the same time, because ultimately, DOOM II is 
more DOOM. But by that same token, it's also more 
DOOM, so I'll take it! 

At first glance, DOOM II seems like a goofy Simpsons joke, 
complete with a box art quote of "DOOM Il: Now With a New Shotgun!" But all 
joking aside (the Super Shotgun rules, for the record), the sequel has one 
important thing going for it: Many of the same talented developers who helped 
craft the first entry came back to create the second. This was 1994, a mere two 
years after the original game was released — the proverbial well of good ideas 
for shooters hadn't run dry yet. Far from it! Instead, the levels get bigger, the 
layouts get more labyrinthine and the action gets more chaotic. That's the sort 
of thing a sequel should do. 

All of the stakes are raised. Earth is the battleground, and while the famil- 
iarity of it all is far from harrowing when you take the dated visuals into 
account, | appreciate the attempt to move things into a different direction. The 
same principle of unpredictability applies in the sequel: You could take a ride 
up an elevator to a sweet stimpack that recovers all your health, or a deadly 
enemy that snaps you in two as soon as you arrive (or both). 

DOOM does a fantastic job of making you feel all-powerful as you take out 
multiple enemies with one shot, yet completely helpless as a single flying goon 
crushes your spirits. In a sense, DOOM II dials up that latter mentality with a 
tougher challenger overall. It’s hilarious how many enemies can come pouring 
out of a single hidden wall after grabbing a key item in a level right before your 
eyes, almost like you're in a Looney Tunes gag and they piled out of a clown car. 

Don't think you're going to be slowly eased in this time either, as the sequel 
pretty much throws the book at you right away with enemies that don't show 
up until much later in the original — it pretty much assumes that you've already 
finished the first game and have graduated to the level of DOOM master. Yet, 
DOOM 115 larger scope is give and take. Some levels аге more fun to play than 
DOOM 1, as they offer a seemingly limitless amount of route choices but still 
maintain a good sense of tempered scale. Others are far too grand for their 
own good, to the point of overdoing it. They're not all winners, but when they 
hit, they hit big. 

Just so you're aware, this DOOM II release does have the "Master Levels," 
which adds nearly two dozen stages into the mix on top of the core 30. It also 
has the same visual and sound concerns as its older brother (which, again, are 
minor, and are planned to be patched). At the time DOOM 115 multiplayer com- 
ponent was groundbreaking, but in 2019, not so much. If you want it (again, 
local only), it's there! If not, no big loss. 

I'd recommend that you give the original DOOM a go first and finish every 
episode. Then, if you find yourself wanting more, grab DOOM II. — CHRIS 
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The First Franchise Revival 


BACK WHEN DOOM 3 was first released, select fans 
proclaimed the death of the franchise. Those reports 
were greatly exaggerated. 

| was there: | remember running to grab DOOM 3 from 
my local game store and installing it on my PC. Slowly but 
surely those installation bars finished and 1 was on my way. I just had to get 
through a ton of exposition first. And a lot of long hallways. And... be sure to 
always shine my flashlight? DOOM 3 was such a stark departure that people 
didn’t know what to do with it, and I think that sentiment still exists today. This 
is pre-Dead Space, pre-Alien: Isolation. DOOM 3 is an odd duck in that it tried to 
pivot more into a horror angle, which was a rather bold move in 2004 before 
the industry was really ready for mainstream narrative games. 

That's mostly because DOOM 3 is a little slower and more deliberate. Instead 
of wholly focusing on combat, DOOM 3 lingers a tad to create an atmosphere. 
Whereas DOOM and DOOM II might throw an enemy at you at every turn, that 
same corner could have a corpse swinging down in front of your face instead. 
It’s a little more unpredictable that way, since darkness and verticality are 
more of a focus this time around. As usual, Panic Button did a fine job with the 
porting process. (When will we see the news that Bethesda has just gone ahead 
and acquired them?) DOOM 3 is smooth on Switch and doesn’t feel that dated. 
Getting the dark hues right was also likely a challenge, but they managed to 
rise to the occasion. 

For this re-release you're getting the BFG Edition with (you guessed it) 
support for local multiplayer only. Said edition includes the base game, 
Resurrection of Evil (12 new levels, a few new enemies and more multiplayer 
concessions) and The Lost Mission (eight new solo stages). It's a ton of content, 
which is why DOOM 3 costs twice as much as its two predecessors on Switch 
(it's $9.99 instead of $4.99 for the more retro-oriented titles). If you want to 
dive right into the action and skip some pageantry, you can select an extra 
episode. You still have to watch some exposition and cutscenes, though the 
second add-on Lost Mission is practically instant. 

My real love for DOOM 3 began long after it was released. Over time fans 
heavily modded the game's fantastic engine and gave birth to myriad incredi- 
ble levels that essentially recreated the old-school feel of the original two 
DOOM entries, but with the modern shell. Those mods led to some of my 
favorite DOOM memories to date, actually — but none of that is relevant here, 
as the Switch release doesn't include any bit of that custom playground. The 
core game gets the job done, but you have the opportunity to seek more out on 
Steam for $5. 

DOOM 3 has since been surpassed in everything it set out to do by DOOM 
2016 (which is also on Switch!), but it's still worth a look if you can't get enough 
of the series. — CHRIS 
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Are the Issues Fixed? 


| WAS EXCITED to see the free update called Morphies Law: Remorphed on 
the eShop, as | had several complaints about the original version of this game 
back in Issue #36. | had high hopes that the developers took the feedback 
many gave to heart and fixed the game to a more playable state. 

Upon booting the game | was welcomed with some free piñatas that | 
smacked to get some rare goodies for my avatar. All of these were cosmetic 
additions, but they were fun. More faces, chests, hand and leg art have been 
added — they’re all completely superfluous and have no bearing on gameplay, 
but they do give the game its character and style. The addition of antennae 
also falls into the purely cosmetic category, as well as the instruments that 
your avatar can play while you wait for a match to connect. All of these new 
extras are fun... but also annoying without fixing the egregiously slow accu- 
mulation of in-game currency. 

| was retroactively awarded some new guns and secondary weapons, and 
some, like the umbrella, are pretty interesting and fun to try out — but the 
excitement burns out quickly. This is still an incredibly stingy game that is 
downright miserly with power-ups. They've added a new mission mode where 
completing certain accomplishments can net you XP and nuts, and if you 
complete all three you get one pifiata to open. Often the missions require you 
to enter a certain map or game mode, and when they're randomly chosen it 
can be frustrating to complete. | completed a few and my piñatas always 
yielded common, totally unexciting items. 

A new map, along with a new mode called "Masster," has been added to the 
game as well. In Masster, you all compete to be the biggest Morphy, but there 
are still teams at play. Teammates will defend you when you have the sombrero 
— which signifies you're the largest — and the team that has it longest wins the 
match. This mode is by far the best and should have been the crux of Morphies 
Law all along. It is very intense and utilizes the game's best features all at once. 

Other modes like Head Hunt, Mass Heist and Morph Match have been tight- 
ened up and are easier to play. Mass Heist, where you steal mass from the giant 
Ultimorphs and then offer it to an altar that makes your team's Ultimorph 
bigger, is still tough to grasp and glitchy. Head Hunt is much improved because 
the cannon firing the head onto the Ultimorph needs time to charge, so it's not 
over within seconds like last time. The new map with all of the "butt fuel" 
floating around makes Morph Match more interesting, because there's plenty 
more jumping. These are nice additions, but the jarring framerate and glitchi- 
ness is still there, leading to frustrating losses and gameplay. 

The game has undeniable charm — I just truly wish they 
would have built a better reward system and spent time 
making the game run smoother rather than focusing on 
fluff. It feels more complete, but is still a ways from 
being great. — BRETT 
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When Kunio's Kidnapped 


THE RIVER CITY series is quite a 
cultural melting pot, taking inspira- 
tion equally from 1950s American 
Greaser culture and Japanese high 
school delinquent drama. It's Ranma 
1/2 meets Saved by the Bell, which 
isn't something you see every day. 
The gameplay is also quite a 
tapestry, weaving co-op beat-'em-up 
combat with open-world exploration 
and RPG leveling. The series was 
highly influential in the NES days, 
but unfortunately, River City hasn't 
done a great job of keeping up with 
the times. 2017's River City Ransom: 
Underground was an exception, but 
it's permanently landlocked to com- 
puters, leaving it closed off for many. 
Those looking for a trip to this 
battling 'burg through a Nintendo 
home console haven't had a ticket to 
ride for over a decade, but thanks to 
these new girls on the block, the 
town without pity is ready to make 
up for lost time. 

River City Girls was directed by 
Adam Tierney, a WayForward 
veteran who's worked on everything 
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from Batman to Aliens. This time he 
teamed up with Bannon Rudis, and 
their talents couldn't be more com- 
plementary. Adam's imagination for 
scenario and in-game dialogue 
writing is bursting with heart, while 
Bannon's combat design and anima- 
tion skills are as sharp as they come. 
Of course, they didn't make the 
game alone. Eric Huang, lead artist 
on Battle Chef Brigade, is on story- 
boards while Christina Vee, the voice 
of Shantae, takes various trips to the 
microphone before it's all over — and 
that's just the starting lineup of this 
all-star cast of game-making up-and- 
comers! 

Misako and Kyoko, the titular 
River City Girls, are also bound for 
stardom, but first they have to take 
care of a problem: They fear that 
their boyfriends have been kid- 
napped, so they start asking kids 
around school if they've seen them. 
Seconds later it comes to blows, and 
unfortunately for their classmates, 
no pair fights as dirty as these two. 
They can crush opponents with a 
Stone Cold Stunner, trip them up 
with a Cannon Drill and even smack 
them with a giant tuna. After beating 
a lead out of a gigantic muscular 
schoolgirl named Misuzu, the two set 
off on a journey across the city, from 
malls and subways to arcades and 
pop concerts. Along the way they'll 
run afoul of 14 different enemy types 
— including adorable cheerleaders 
and revolting trash zombies — all 
before discovering the fate of their 
beloved boys. 


This is the kind of game that I 
want an excuse to keep playing 
forever. Every background is a work 
of art worthy of framing, and every 
character animation is meticulously 
timed for maximum impact, so back- 
tracking is never a chore. Instead, it's 
an excuse to take in the gorgeous 
visuals again and again, and with so 
many moves at your disposal, no two 
fights ever have to be the same. You 
can set up juggle combos, charge 
your meter for super attacks, lead 
with jumping stomps then finish with 
wrestling maneuvers . . . and just 
when you think you've seen it all, 
your experience points and cash 
open up your arsenal even further. 
Then, after the credits roll, you can 
start all over again with two totally 
new playable characters! It's almost 
too good to be true. 

All this fantastic craftsmanship 
comes at a price, though. If 2017’s 
Underground was like a sidescrolling 
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GTA game without the car theft, then 
River City Girls is like 2D Animal 
Crossing with non-stop violence. It 
doesn't cover a lot of real estate, but 
there's always plenty to do. Each 
area has a boss, but getting to them 
takes some light exploration and 
minor fetchquests. These detours 
range from platforming through a 
messy middle-aged man's living 
room to scoring a golden statue to 
appease a black magic fashionista. 
You'll also come across 20+ shops 
(some run by locals, others by 
WayForward staff, still others by 
tourists from . . . Double Dragon 
Neon?!), 50+ items to collect, 25 
statues to hunt down (to unlock a 
secret last boss!) and, my favorite of 
all, palette-swap hunting! Every 
enemy comes in a variety of color 
schemes, each with their own names 
and bios. Recruiting them all as tem- 
porary allies feels a lot like collecting 
Pokémon. I choose you, undead 
mohawk punk with a sledgehammer! 

Other than a few pacing issues 
and some technical problems, there’s 
little | would change about the River 
City Girls. | just hope this isn't their 
last dance! - JONATHAN 
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Assembling Assembly Lines 


THEY SAY THE fastest way to world domination — | mean, um, to win a 
person's heart — is through their stomach, which is exactly what Robert 
Person, a strangely metallic "human," wants to do with your help in Hermes 
Interactive and Team 17's Automachef for the Switch. It's a restaurant manage- 
ment sim where your goal is to cook food and deliver it to hungry customers — 
except instead of cooks and waiters, there are robot arms, prep machines and 
miles of conveyor belts. It sounds like an easy and laid-back title, but casual 
gamers, be warned: This is super complicated, and every level can be a time 
sink of minor adjustments. If you're familiar with Factorio on Steam, you're 
going to feel right at home here; otherwise this might not be the title for you. 

There are three modes of play available to you at the start: Campaign Mode, 
Contract Mode and the Test Site. Campaign Mode will have you learning about 
all the different moving parts and how they behave, with a few branching paths 
to extra challenge levels. Aside from a few tutorials sprinkled about, there's 
hardly any handholding, but | would have liked for there to be some more 
thorough explanations of how to configure different functions. You get thrown 
from the frying pan into the fire pretty quickly, having to hit efficiency goals 
and deal with challenges such as limited space, blackout risks and food 
spoilage if you're not adequately prepared. Contract Mode gives you a set 
amount of money to build your factory kitchen, a choice of difficulty levels and 
the ability to purchase and upgrade components with your hard-earned cash. 
Thanks to those unlocks, | found it a lot more forgiving. Finally, the Test Site 
mode gives you free rein over everything, and | used it to develop and save 
blueprints for typical food production configurations that can be imported into 
compatible levels — a great function. 

The control scheme was sometimes a little bit cumbersome to navigate, 
especially when you're switching between selecting and placing parts or linking 
them up to an Order Reader. I did appreciate the ability to select large areas 
and the ability to copy/paste. However, these were areas that I think touch- 
screen compatibility would have really improved on. As for visuals and sound, I 
liked the kitschy music (it definitely has that '50s diner feel), but | would have 
redesigned a few of the food icons that didn't really look like what they were 
supposed to represent. 

To be honest, the first time I turned on this game, the difficulty level went 
over my head, and it took me a few hours to gain a thorough understanding of 
how everything worked before I started to enjoy playing. | admit many of the 
levels were a struggle for me to figure out and solve on my own. This is one of 
those games where it'll help if you have another person to help bounce ideas 
off, especially if they're mechanically minded. 

Automachef wasn't really my cup of tea, but if you've got 
a hunger for factory management sims and know how to 
think like a well-oiled machine, you'll want to pick this 
one up. — REBECCA 
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Go Go Power Actors! 


CHROMA SQUAD IS is Brazilian developer Behold Studios' tribute to all 
aspects of the tokusatsu fandom — the Japanese entertainment genre of 
costumed superheroes kicking villainous butt, complete with fancy weaponry, 
slick transformations and ginormous monster vs. mecha battles. Whether 
you've been a fan of the American adaptations since the early '90s or have a 
hard drive filled with TV Nihon fansubs, there's something in here for everyone 
— even for someone whose only experience is "Wait, they still make Power 
Rangers?". 

Themed around five stunt actors and their production of an indie sentai 
show, Chroma Squad is a simplistic tactical RPG. Your squad gets two actions 
per turn to move, perform attacks, use skills or activate "teamwork" to perform 
acrobatic moves, combo attacks or your finisher. Everything needs to go 
according to the script, however — to get the biggest bang for your buck, you'll 
need to follow all the directors' prompts in each episode. You'll lose clout if you 
screw up by performing a finishing attack too early, for instance. 

Despite its twist into a "save the world" plot, the story never takes itself seri- 
ously — the fourth wall has been all but demolished, everyone complains about 
Clichés and overused tropes and one of the monsters you fight is an ascended 
Internet meme. There are three possible story branches, but they don't come 
into play until the fourth "season." 

While you've got the ability to change descriptors like your squad name and 
catchphrases anytime, your team's actors, color scheme, names and heroic 
archetype are set in stone when you begin. | would've liked to have been able 
to play around with the class settings and experiment with different arche- 
types, though. Still, the fact that everything's already balanced took a load off 
my shoulders, and the fact that the goals for each episode are all clearly 
outlined also helped me concentrate on winning over more fans. 

The biggest complaint | have about the overall presentation is the font size. 
It's extremely tiny and has a tendency to blend into the background, and it 
could have been bumped up a size or two without spoiling the 16-bit aesthetic. 
If you had problems reading Fire Emblem: Three Houses, you'll be having them 
here, too. 1 also had issues with the screen not being centered on the speaker 
during certain cutscenes, leaving dialogue bubbles completely cut off (at 
crucial moments, even!). There was also some stutter in some of the busier 
combat maps when my character became active, and there were a few 
instances when the cursor became obscured behind groups of units. 

Despite the fact I'm not a huge tokusatsu fan (I enjoy it vicariously through 
my superfan friends), | played through Chroma Squad with a 
huge smile on my face. If you're looking for '90s nostalgia 
with a modern bent and don't mind being bombarded 
with silliness at every turn, Chroma Squad is ready to 
fight by your side. - REBECCA 


PLUG IN DIGITAL 
BEHOLD STUDIOS T 


OCTOBER 2019 


23 


The Bear and Bird are Back! 


SUPER SMASH BROS. ULTIMATE: CHALLENGER PACK 3 


WHILE DRAGON QUEST'S Hero 
was the character who sent Japanese 
Smash fans into a tizzy, it was Banjo 
& Kazooie that had North American 
fans praising the name of Sakurai. 
The bear and bird don't have much 
of a following in Japan, so they're the 
perfect offset for The Hero. 

Every move is pulled from their 
games, like Talon Trot for running 
and Flap Flip and Feathery Flap for 
jumping. That being said, some have 
been adapted to better fit the 
fighting party game they now find 
themselves in. For regular moves, 
you are fighting with a bear and a 
bird, so you'll see plenty of claws, 
wings and beaks flying at oppo- 
nents. Perhaps the most brutal 
move in the moveset is the 
Breegull Bash, in which Banjo 
wields Kazooie like a hammer and 
slams her to the ground. She must 
be impervious to this type of 
pain, though, as the Down Air 
Beak Buster also has her slamming 
into the ground with full force. 

We see Kazooie doing a lot of the 
heavy lifting with special moves as 
well. The Neutral Special has her 
firing an egg from her mouth. If the 
B Button is held, Banjo will brandish 
her like a gun, and rapid-fire eggs 
will come out until the move is can- 
celled. The Down Special is Rear Egg, 
where Kazooie pops a Grenade Egg 
out of Banjo's backpack for decent 
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explosive damage. The Side Special, 
Wonderwing, is like a shoulder bash 


with Kazooie, and is unique in that it 
can only be performed five times per 


stock. You'll see golden feathers 
above the duo each time it's used, 


and keeping track of them is import- 


ant. Without a feather, they're wide 


open to attack! A block or a grab will 
neutralize its power, but it will over- 


power most other moves. It has 
around the same range as Luigi's 
Green Missile, so it can also be used 
to recover. 


Lastly, their Up Special is much 
likes Sonic's in that the pair bounce 
off a Shock Spring Pad to decent 
heights. Banjo & Kazooie's recovery 
options leave a bit to be desired, but 
with a ground and air game as good 
as theirs, there have to be some 
offsets. 

The DLC pack also includes the 
Spiral Mountain stage — the staging 
grounds for the animals' original 
adventure. The stage has a very 
unique feature in that the camera 
spins around the mountain, allowing 
players to see more of the scenery. 
Several recognizable spots are seen 
throughout the 360 spin, and all 
have been brought into the era of 


modern HD graphics with beautiful 
new textures. (The best little Easter 
Egg is all the little collectibles you 
can see, forever out of reach — but 
it's great that they're there.) It's also 
accentuated by 10 music tracks from 
their games, complete with a new 
arrangement from Grant Kirkhope 
himself, whose signature style made 
the B-K games what they are. 

I thought it was especially 
poignant that the duo fights other 
famous pairs in Classic Mode. It 
accentuates the teamwork that is at 
the heart of Banjo & Kazooie, despite 
how they sometimes treat each 
other roughly. Their famous friend- 
ship has endured for decades now, 
and it's incredible to see it immortal- 
ized in the Smash Bros. 
series! — BRETT 


Teenage Mutant Action Roguelike 


TO ANSWER THE obvious question 
first, yes: RAD is rad. Its presentation 
is a love letter to '80s aesthetics in 
all the right ways. Colors are neon, 
there's a CRT filter and the music is 
pure '80s synth gold. The game takes 
place in the post-post-apocalypse. 
(There was an apocalypse, the 
human race got itself back together, 
then there was another apocalypse.) 
What's left of humanity lives in a 
world filled with walls of old TVs, 
cassette tapes used as currency and 
floppy disks that open treasure 
chests. It's bizarre, charming, and, 
well, rad. 

Then there's the rest of the game. 


RAD is procedurally generated, so 
instead of working your way through 
a predetermined set of levels to beat 
the final boss and complete the 
story, it's built around going on runs 
to see how far into the game you can 
get before you inevitably die. There 
is still a beginning, middle and end, 
but RAD doesn’t feature lives or con- 
tinues. Once your health is depleted, 
that's it — your run is over and you 
have to start again, almost com- 
pletely from scratch. 

You play as an unnamed protago- 
nist with a baseball bat. | mention 
the bat because it's featured pretty 
heavily in both the game's art and 
narrative, but if you go in swinging 
like you're playing a mindless hack- 
and-slash game, chances are you'll 


meet a very quick end. RAD rewards 
patience and precision. The only way 
to survive is to learn your enemies’ 
patterns and take advantage of the 
leveling system: mutations. Instead 
of new items or experience, when 
you beat up monsters, they award 
you with "rads," which eventually 
trigger random mutations. These can 
range from extremely useful to 
nearly pointless, and if you get the 
wrong one, your run will likely be 
over before you know it. (They're 
also sometimes coupled with some 
truly disturbing sound effects that go 
beyond the amusing gross-out factor 
that RAD excels at, and instead tread 
into genuinely unsettling territory.) 
As for the difficulty, you may be a 
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teenage mutant, but you're no ninja 
turtle. If you don't know what you're 
up against, an average enemy can 
drain a full life bar to zero in under 
two seconds. Of course, this wouldn't 
be as much of a problem if fighting 
was particularly fun . . . but it's not. 
The combat system is a bit deeper 
than it first appears, but whacking 
things with your bat isn't very effi- 
cient, nor does it feel particularly 
good. Couple that with your inherent 
fragility, and the first few stages 
quickly start feeling like a total slog. 

| really wish this game played out 
more like a normal linear adventure, 
because the world they've created is 
awesome and the story is classic 
Double Fine fun. You only have to get 
through six stages to fight the final 
boss — which can be done in under 
two hours with the right mutations. 
But since it's different every time 
you play, you can't really master 
strategies or plan routes, which — 
unlike in other roguelikes — seems 
really detrimental here. RAD tries to 
tell its story and explain its lore in a 
fun way, but that excellent narration 
constantly feels at odds with the 
random nature of the game's design. 

Overall, RAD is a hit-and-miss mix 
painted up in '80s neon. It's not bad 
— just not as rad as it could've been. 
— KRIS 


OCTOBER 2019 


25 


COMIC BREAK 


AT THE ZORA | 
STAGE IL SORRY LINK, (214 


I/M NOT SURE WELL, NOW 
YOU'RE A FIT FOR 3 YOU'RE TOO 
n/ BIG... 


PERFECT! NOW 
YOU LOOK JUST LIKE 
US, YOU'LL FIT RIGHT 

IN! 


BY ALEX ABOU KARAM 
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LUIGI'S MANSION 3 


Will our famously frightened hero finally face his fears: 


LUIGI IS DOOMED. 

First introduced in Mario Bros. back 
in 1983, Luigi spent the first 17 or so 
years of his career as little more than 
a palette swap of his more famous 
twin. He picked up a few distinguishing 
characteristics along the way, like his 


higher jump in Super Mario Bros. 2 
and his increased height relative to his 
big bro, but such individualizing traits 
were inconsistently applied through- 
out nearly that entire era. Even in his 
debut as a sole playable protagonist in 
the 1993 edutainment game Mario is 


Missing!, he was depicted with his 
original Super Mario World sprite... 
meaning he just looked like a green 
Mario. Luigi got no respect! 

Not until Spaceworld 2000, that is. 
At that legendary trade show event 
that has gone down in Nintendo fan 
history mostly due to the appearance 
of the famous Legend of Zelda tech 
demo that ended up being not at all 
representative of the art style used for 
The Wind Waker years later, another 
momentous moment occurred: Luigi's 
Mansion was revealed to the world for 
the first time! Unlike Mario is Missing!, 
this was to be a proper debut for Luigi 
as a protagonist, headlining his own 
adventure with his own name in the 
title. 

And, ever since, he's been doomed. 
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That first reveal of Luigi’s Mansion 
marked a turning point in the man in 
green’s ongoing career. Since that 
point Luigi has continued to serve in 
his traditional role as "Player 2" in a 
variety of Super Mario adventures, 
sometimes with his own skills in tow 
but often still nothing more than a 
green Mario, gameplaywise. But in his 
own series, Luigi's grown as an indi- 
vidual by leaps and bounds... by 
being characterized as a coward. 

Sure, you could trace depictions of 
Luigi as a timid man back to the old 
Super Mario Bros. Super Show cartoon 
— or even as far back as the television 
commercial that advertised the Atari 
port of the arcade Mario Bros. game in 
late 1983. (In it, a live-action Luigi is 
overwhelmed by enemies coming out 
of pipes and wails "MAAAARIO, where 
are you?!" with a pitiful look on his 
face.) But the Luigi’s Mansion games 
have solidified and canonized this 
character flaw: Luigi is a scaredy-cat. 


OCTOBER 2019 27 


Now, over 19 years after that first 
Luigi's Mansion trailer at Spaceworld 
2000 showed an in-game Luigi shiver- 
ing in fright at the sight of ghosts 
swarming and surrounding him, he's 
spent more years in his career being 
best known for his lack of courage 
than he spent before that point, when 
he was best known as just the "other" 
Mario brother. Now, with the looming 
Luigi's Mansion 3 continuing to lean 
even further into his fears, I’m sadly 
comfortable declaring that | believe 
Luigi is well and truly doomed — 
doomed to always be depicted this 
way, as a quivering, quaking reluctant 
hero who will save the day, but only 
when he’s forced to because Mario’s 
not around to do it for him. 


AN AMORPHOUS ALLY 

But | could be wrong! | could be totally 
off-base, and Luigi’s Mansion 3 could 
very well be the game in which our 
hero will turn the corner and gaina 
stronger, more defining sense of 
courage in the face of all these fright- 
ening foes. It’s not impossible, espe- 
cially since he’s finally going to have 
some help in the field — his all-new 
ally, Gooigi! 

If Luigi’s had trouble living down 
his derogatory "Green Mario" nick- 
name, the new existence of any even 
greener Luigi is just going to compli- 
cate matters further! The latest inven- 
tion of Professor E. Gadd, Gooigi 
serves two roles in Luigi’s Mansion 3. 
First, for solo players, he becomes an 
occasionally controllable extra charac- 
ter whose shapeshifting gelatinous 
body is the perfect fit for solving 
puzzles — he squishes himself into 
tight spaces, he walks straight through 
gates and fences and he’s impervious 
to spikes. When presented with any of 
those kinds of obstacles, a lone player 
need only deploy Gooigi by dumping 
him out of his carry-along container 
that’s built into the new Poltergust. 


His second role may make a larger 
impact, though — Gooigi’s presence 
allows for a second player to jump in, 
so nearly the entirety of the Luigi's 
Mansion 3 quest can be played as a 
со-ор experience! You simply hand an 
extra Joy-Con to a friend or family 
member who's there with you, then 
work together to suck up ghosts, 
explore the environment and collect 
treasures as a twosome. 

In both scenarios, Luigi's no longer 
alone! So surely he'll stop squealing 
with surprise every time a new spook 
appears out of thin air and tries to 
scare him, right? 

Right? 


SCALING THE SCARESCRAPER 
The setting of Luigi’s Mansion 3 is a 
towering haunted hotel, and you'll 
make progress through the main quest 
by gathering lost elevator buttons that 
will slowly allow for access to more 
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and more different floors of the 
overall structure. But this isn't the first 
Luigi's Mansion game to present such 
an ectoplasmic edifice! Back in Luigi's 
Mansion: Dark Moon, a similarly 
Spooky skyscraper appeared as the 
focus of the multiplayer mode: the 
ScareScraper! And Luigi's in luck, 
because it's back in action in this 
Switch sequel too. 

Why stop at having just Gooigi for 
emotional support as Luigi continues 
to work on building up his bravery? In 
the ScareScraper he can join a team of 
four Poltergust-wielding warriors... 
all of them clones of himself! But don’t 
leave out Gooigi — he can also split 
himself four ways, such that the full 
force of heroes is eight strong with 
four Luigis and four Gooigis, all in dif- 
ferent colors. The ScareScraper is the 
cooperative multiplayer mode of 
Luigi’s Mansion 3, so these eight indi- 
viduals can all be controlled by up to 


eight different players. (Hope you 
have enough extra Joy-Cons and extra 
couch space to go around!) 

Working together to clear one floor 
at a time, the team (of however many 
Luigis and Gooigis you're able to send 
into the fray) will face a variety of dif- 
ferent objectives. On one floor it may 
be a race against time to find and suck 
up all the ghosts in the area; on the 
next it could be a simple dash to the 
exit as fast as possible. Those are a 
couple of examples from Dark Moon, 
at least — for a new sequel, Nintendo 
and Next Level Games have surely 
cooked up a few fresh ideas that they 
want to keep under wraps until 
Halloween proper. 

With all these other Luigis and 
Gooigis helping him succeed, there's 
no way our favorite fearful friend 
won't turn that corner of courage... 
that is, unless those supposed allies 
turn on him! 


WELCOME TO THE SCREAMPARK 
Working to both complement and 
counterbalance the cooperative play 
in the ScareScraper is an all-new com- 
petitive multiplayer mode called the 
ScreamPark. In it, Luigi will still be 
able to team up with a few clones 

of himself... but they'll 

be opposed by a 


rival team of multicolored Gooigis who 
are all working to achieve each goal 
first for themselves. For the glory of 
all things gelatin, | suppose? 

Three styles of party mode mini- 
games have been revealed for the 
ScreamPark. In the first, the Luigis 

and Gooigis will compete to suck up 
more ghosts than the opposing 
team. Easy enough. 


In the second, the Luigis and 
Gooigis will face off in a swimming 
pool — everyone will be riding on a 
comical pool float and using their 
Poltergusts to propel themselves 
around in the water to try to collect 
more coins than the other team. (Is 
that really OK for the Gooigis, though? 
In the main campaign Gooigi melts 
when he touches water!) 

Finally, in what I'm going to count 
as a glorious return of "Break the 
Targets" from the Super Smash Bros. 
series (I missed it in Ultimate!), the 
third competitive multiplayer game- 
type has the Luigis and Gooigis using 
their Poltergusts to suck up objects 
then shoot them back out again to try 
to break a set of moving targets. 

All together, the ScreamPark 
should offer another uniquely fun 
Nintendo-brand multiplayer option for 
your consideration at parties! A lot of 


care seems to have gone into both it 
and the ScareScraper mode this time, 
and it seems Nintendo may even sell 
DLC to expand them both at some 
point after the game's launch. 


IS IT ALL AN ACT? 

Yes, he's had a rough road in life thus 
far. Dismissed as a second banana for 
years, then spotlighted as spineless in 
the series that wears his name — over 
and over again. But you know what? I 
think it's all an act! Luigi is truly a per- 
fectly confident and courageous hero, 
and he only plays the part of being a 
scaredy-cat in order to sell the fun of 
all these family-friendly frights! It just 
wouldn't work otherwise. So thanks, 
Luigi! Now go get 'em again! - LUCAS 
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THE LEGEND OF ZELDA: 
BREATH OF THE WILD 2 


WHEN IT COMES to Nintendo's most 
frightening franchises, your thoughts 
probably don't turn to The Legend of 
Zelda first. But perhaps they should! 
Because after happily heroic opening 
acts with our intrepid young hero 
setting out to save the princess, many 
installments in this series take some 
seriously dark turns. 

Take the very first Zelda on the 
NES, for instance! You start out in a 
brightly lit overworld with enemies no 
scarier than a few rock-spitting octopi 
— but then you step into the first 
underground dungeon and find creepy 


disembodied hands that crawl out of 
walls to grab you and pull you back to 
the entrance. 

In Ocarina of Time? Everything is 
happy-go-lucky fun — until you drop 
into a well and find that the depths 
underneath Kakariko Village are 
haunted by the freakishly sinister 
Dead Hand, a zombie beast who uses 
spindly hands sticking out of the floor 
to hold you in place while he slowly 
stalks over to grab you himself. 

In Majora's Mask? Even a restroom 
is no place of refuge, as Link discovers 
a ghastly hand sticking up out of the 
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toilet in the Stock Pot Inn. 

Really, the Zelda series just has a 
thing for creepy hands. 

And so it is that we find ourselves 
now anticipating the next mainline 
installment in the series — currently 
untitled, but being referred to as 
Breath of the Wild 2 for the moment 
since it's serving as a direct sequel to 
that masterpiece of a Switch launch 
title and Wii U swan song. And because 
the overall tone of its announcement 
trailer was so unapologetically unset- 
tling, fan speculation has quickly 
begun to assert that this may be the 
scariest Legend of Zelda ever. 


Situs. NINTENDO TBA 
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It certainly has the hands for it. 
Perhaps in keeping with that tradition 
that dates all the way back to Zelda 15 
Wallmasters, hands are a central focus 
of the brief video that is still all we've 
seen of the game thus far (and likely 
all we will see for a long time yet). 

Link and Zelda, exploring caverns 
far beneath the surface of Hyrule, 
encounter the decayed corpse of 
Ganondorf being seemingly held in 
place — locked down and magically 
sealed — by an otherworldly hand. 
Later, that same hand seems to catch 
Link and save him from falling into an 
abyss when the ground gives way 
beneath our hero's feet. Is it meant to 
be the hand of a specific character, or 
is it merely a manifestation of the 
sealing magic used to keep the Gerudo 
king in a state of stable stasis? 

Ganondorf's rigid, lifeless hand is 
lingered on by the camera just enough 
to establish that he's truly dead — 
further setting up the moment of 
shock when his head turns and his 
eyes light up as he's seemingly revived 
right in front of the princess. 

And Link's hand we've already dis- 
cussed a bit two NFs ago, but its new 
glow just can't be for show — there is 
surely some new gameplay reason (or 
at the very least a story reason) for 
why his right arm seems to have 
absorbed the magic that was keeping 
Ganondorf locked in place for eons. 

Now, that's certainly a lot of creepy 
hands here, and that's certifiably the 
key qualification for fright-focused 
content in a Zelda game. But can we 
extrapolate that the whole adventure 
will be this scary just from that? Not 
yet. It may be, but it won't be a Zelda 
without the counterbalancing happy- 
go-lucky heroics, too! — LUCAS 


THE ANIMAL CROSSING series has 
remained fundamentally unchanged 
since it debuted nearly two decades 
ago, but the franchise is venturing into 
uncharted territory — quite literally — 
with its long-awaited Switch release, 
Animal Crossing: New Horizons. 
Whereas past games would begin with 
players settling down in a pre-existing 
village, New Horizons instead ships 
you off to an uncharted island bereft 
of any creature comforts, and it's up 
to you to build your own town from 
the ground up. 

Of course, despite the new island 
setting, you'll still spend much of 
your time in the game fishing, 
catching insects, unearthing 
fossils, tending flowers, and doing 
the usual variety of activities 
you've come to expect from the 
series — only now you'll also 
need to gather wood, stone and 
other materials from the land 
and use them to fashion furni- 
ture, tools and other items. But 
while we have a general sense of 
what day-to-day island life will 
entail, there are still several 
questions lingering around New 
Horizons... particularly in regard to 
in-game holidays. 

Much of Animal Crossing's appeal 
has stemmed from the way it inte- 
grates the real-world calendar into its 
gameplay. Seasons pass and the 
weather changes accordingly as the 
year progresses, and that looks to still 
be the case in New Horizons. However, 


ө 
That question extends to other 
special characters like Isabelle and 
K.K. Slider. We already know Tom Nook 
and his nephews, Timmy and Tommy, 


it's not yet clear how the island setting 
will affect special holidays, such as 
Halloween. 

In past titles, Halloween marked 
the one night of the year that the 
pumpkin-faced Jack would visit town. 
However, when you first begin your 
domestic adventure in New Horizons, 
your town hasn't even been 
established yet; the only 
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will play pivotal roles in New Horizons, 


Holiday events, island weather, village visitors . .. so many unanswered questions! running the resident services building 


where you can craft and purchase 


residents on the island are you anda items — but what of other series 
handful of other villagers who've also staples? Will you need to build your 
moved in through the Nook Inc. town up to a certain point before they 
Deserted Island Getaway Package. So make an appearance? And will charac- 
if we choose to begin the game on ters like the Able Sisters and Brewster 


October 31, would we find Jack just eventually open up their own shops on 

waiting for us there on the uninhab- the island, or will the Nooks' store be 

ited island? Or would we miss out on the sole proprietor you can expect to 
the holiday entirely? find? 

There are plenty of other questions 
we still have about the game, too. 
What kind of new tools can we expect 
to use? We've already gotten a glimpse 
of the vaulting pole, which allows you 
to leap across a river — convenient for 

when you just can't be bothered to 
walk all the way to a bridge. We've 
also seen a trowel, which lets you 
pave your own pathways, but 
there will undoubtedly be other 
new varieties of tools as well. 
Perhaps we'll be able to fashion 
a pickaxe that can smash any 
inconveniently placed rocks on 
he island? And what of the 
island tour minigames that New 
Leaf introduced? Considering 
that your town is already set on 
an island, it seems unlikely that 
you'll be able to sail to another one 
as you could in past games — but will 
we still be able to take part in differ- 
ent minigames? 

Whatever the answers to all these 
mysteries, New Horizons is shaping up 
to be the most daring and exciting 
installment in the series to date, and 
we can't wait until we can settle into 
the rhythm of island life! — KEVIN K. 
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POKEMO 


& SHIELD 


THE LEAD-UP TO the release of a 
fresh pair of Pokémon games always 
presents the same predicament: Which 
of the two should you buy? This time 
the choice is between Sword and 
Shield, and it seems Game Freak's 
determined to make the decision more 
difficult than it's ever been before. 
That's because these two versions 
of the new Switch-bound series sequel 
Seem to be more different from one 
another than any previous pair from 
the past! Each half of the duos sold on 
shelves next to each other before this 
attempted to appeal to customers with 
its own handful of exclusive monsters 
that couldn't be caught in its counter- 
part. Some generations then took the 
version rivalry another step further, 


Sirfetch'di 


144/144 


like Ruby and Sapphire each featuring 
a unique evil team to battle and an 
altered central storyline as a result. 
Sword and Shield, though? They're 
both presenting their own pathways to 
the ultimate confrontation at the end 
of the game, in part due to different 
Gym Leaders! 

Yes, for the first time ever, the 
version you choose will determine the 
Gyms you'll have to conquer along 
your journey. Granted, Black & White 
had Drayden as the Dragon-type Gym 
Leader in one version while Iris filled 
that role in the other, but their teams 
were nearly identical to one another, 
so the gameplay experience was the 
same in each. Here in the Galar region, 
it's entirely different Leaders and Gym 
types too: If you play Pokémon Sword, 


Pangoro 
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you'll come across a Fighting-type 
Gym at a certain point in the story and 
have to defeat its Leader, Bea, in order 
to advance. But players who reach 
that same point in Pokémon Shield 
won't see that Gym at all! Instead, a 
Ghost-type Gym will be in its place, 
haunted and headlined by the spooky 
mask-wearing boy seen looming large 
on the adjacent page: Allister. (What 
do you wanna bet his favorite Mario 
series character is Shy Guy?) That's a 
critical difference that absolutely does 
impact gameplay, as the way you'll 
need to assemble your team to take 
on a powerful Fighting-type user is a 
lot different than the way you'll need 
to prepare to face a Ghost master. 
That's one of the ongoing in-game 
decisions Pokémon players are used 
to, as the choice of which version to 
buy and play over the other is just the 
beginning of a whole string of selec- 
tions that ultimately form the entirety 
of a mainline Pokémon RPG experi- 
ence. Which Pokémon will you use to 
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create your fighting force of six? Will 
you choose to evolve your monsters as 
soon as possible, or leave them as 
they are in hopes that they'll learn 
new moves faster that way? Will you 
try to catch 'em all as you go, or plow 
through the story with only a small set 
of your favorites, leaving the 'dex to 
languish? 

Even right from the start: Will you 
choose Sobble, Scorbunny or Grookey? 

That decision, at least, you've likely 
already made in your mind. So that's 
one weight off you shoulders! But 
allow me to instantly replace it with 
another worry: What in the world are 
you going to wear?! 

Trainer customization is back! And 
it's looking packed with more options 
than ever before, as clothing shops 
will allow you to alter the look of 10 
different components of your hero's 
outerwear, while hair salons will let 
you restyle your 'do in dozens of ways 
as well. (Unfortunately, from what 
we've seen so far, it seems there may 


You are challenged by Gym Leader Bea! 
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be no way to permanently replace that 
overly bulky, back-breaking backpack 
the male player characters are forced 
to lug around by default. It only seems 
like you can recolor it. Alas.) 

Once you've made your way all the 
way through the painstraking process 
of making yourself as fashionable as 
possible, you'll have more choices to 
make as you create your own person- 
alized "trading card" of sorts: You'll 
pick a pose and a background to snap 
a shot of yourself that will then be 
used as your image of introduction 
when battles with other players begin. 
See the top-right screenshot for a pair 
of examples! And those big numbers 
you see: 94 and 227? Just another 
decision to make, as you can pick 
any set of three digits to be your 
own designation in the Galar 
Pokémon League. 

Phew! We done yet? Not in the 
slightest! See that Pokémon that 
looks like a living dollop of cream 
back on the previous page? That's 
Alcremie, and it comes in over two 


dozen different "flavor" varieties, each 
a different color and adorned by its 
own kind of fruit. If you choose to add 
one of them to your team, you'll have 
to decide which type to catch... by 
thinking with your stomach, ! guess? 
Then there's more! Alcremie is one 


of a select few species of Pokémon 
with the potential to "Gigantamax" in 
battle. We've already talked about the 
new "Dynamax" mechanic in NF in the 
past — it's the ability all Pokémon in 
the Galar region have to be able to 
drastically increase their size in battle, 
transforming into Godzilla-scale titans 
for three turns (and then they revert 
back to normal). Gigantamaxing, 
though, both increases the 
size of the Pokémon 
that uses it as well 
as alters the 


shape of their bodies. (Think of it like 
the Mega Evolutions introduced in X & 
Y — but even more temporary.) When 
Alcremie Gigantamaxes, it transforms 
into a towering tiered cake! Yummy! 

... But here's the catch: Not every 
Alcremie will be able to Gigantamax 
and obtain the cake form. Only a few 
specimens within each species — who 
will be found, reportedly, in Max Raid 
Battles — will be able to use this most 
powerful final trump card of a tech- 
nique. So another decision lies before 
you! Do you catch and train up the 
"normal" Pokémon you'll encounter in 
the wild and stay contented with them 
only being able to embiggen them- 
selves with Dynamaxing, or will you 
try to hold out and only catch those 
special cases within each species who 
have the inner potential to go all the 
way with Gigantamaxing? 

Finally, l'Il leave you in yet another 
quandary, returning us back to where 
we began with the retail sale decision 
of whether to buy Sword or Shield. 
Game Freak has revealed a Pokémon 
that some of us have been waiting to 
meet for over 20 years: the evolution 
of Farfetch'd! It's called Sirfetch'd, and 
it's a valiant, noble (and seemingly 
somewhat self-centered) knight with a 
massive leek that's grown so tall it's 

been split in two to serve as both 
a sword and a shield. Despite 
that reference to both halves of 
the Gen VIII coin, though, you 
will apparently only be able to 
obtain a Sirfetch'd if you play 
the Sword version! Ack! And 
1 was leaning toward Shield! 
Whatever will 1 do? . . . If I don't 
have answers myself, | sadly 
can't offer any to you. You'll have to 
make your own decisions. And soon! 
Gen VIII is nearly here! — LUCAS 
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PANZER DRAGOON: 
REMAKE The Dragoon reborn. 


LONG AGO, IN the year 1995, a 
ferocious new game swooped down 
upon players for the launch of what 
was then Sega's latest console, the 
Saturn. Titled Panzer Dragoon, it 
was an on-rails shooter not entirely 
unlike rival Nintendo's Star Fox, 
albeit putting players in the saddle 
of a fearsome flying dragon rather 
than the cockpit of a futuristic 
space fighter. 

Panzer Dragoon was well 
received, going on to spawn an 
anime adaptation, a sequel and 
even a role-playing game that was 
intended to be Sega's countermea- 
sure to SquareSoft and Sony's 
meteoric hit, Final Fantasy VII. 
After going third-party, Sega 
provided one more entry for the 
Xbox in 2002. Following that, the 
fires flickered out, perhaps forever. 

Or perhaps not, as much to 
everyone's surprise, the 2019 E3 
Nintendo Direct brought with it a 
startling revelation: Panzer 
Dragoon, the game that started it 
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all, is being remade for the Switch. 

Interestingly, albeit not unprece- 
dentedly, Sega seems to have little 
to do with this remake. Rather, it’s 
being developed by Megapixel. 
Their promise is a remake that is 
true to the original, while updating 
the graphics and sound toa 
modern standard. 

Armed with a deadly gun from 
the past, you'll take to the sky upon 
your armored blue dragon steed to 
attempt to thwart the Prototype 
Dragon's flight across seven stages 
of subterranean ruins, ocean cities 
and more, fighting legions of giant 
insects and flying battleships all 
the while. They'll approach you 
from all angles, but fortunately, 
lock-on targeting and the assur- 
ance of improved 360-degree 
controls may be enough to help see 
you through to the end. 

While its Switch version was not 
revealed until E3, this remake was 
first announced in December last 
year alongside a remake of its 
Saturn sequel, Panzer Dragoon 11 
Zwei. Might it make the Switch as 
well? — DAVID 
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GHOSTB 


USTERS: 


THE VIDEO GAME REMASTERED 


Something’s strange in the neighborhood again. 


ANYBODY SEE A ghost? The 
truest version of the official 2009 
Ghostbusters video game is finally 
coming to a Nintendo console. 

Back in '09, the Wii got a more 
cartoonish version of this same 
story. It was good in its own right, 
but the more realistic version 
found on PS3, Xbox 360 and PC was 
the best for bustin'. Both versions 
featured the return of much of the 
cast in likeness and voice from the 
1984 original, and Dan Aykroyd and 
Harold Ramis even wrote much of 
the script. 

The game hits all the notes from 
the first film and then expands on 
all of them. Slimer? He's the second 
ghost you trap. Stay Puft? Fight 
him in Times Square! However, the 
boys in beige face far greater para- 
normal perils as the adventure pro- 
gresses. 

The game opens with a new 
Gozer exhibit at the American 
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Museum of Natural History, where 
an obelisk sends a psionic shock- 
wave across the city. This time the 
ghosts flow through a mandala that 
has nodes at various New York 
landmarks, like the Sedgewick 
Hotel, the New York Public Library 
and the museum itself. You'll be 
exploring all of these locales as 
"the Rookie," a new recruit to the 
Ghostbusters team who finds 
himself in the most dangerous on- 
the-job training ever conceived. 

The visuals have all been 
updated, but there's not a lot of 
information on if anything will be 
added to the game, in either design 
or gameplay. While the online 
multiplayer mode from '09 won't 
ship with the game, a free update 
will add it later on. 

This game is widely considered 
by fans as what the third movie 
would have been, and that discus- 
sion will likely be reignited as we 
approach next year's official cine- 
matic sequel. It's definitely worth 
playing. Or playing again! — BRETT 
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MARIO & | SONIC 


AT THE OLYMPIC GAMES: 
TOKYO 2020 


OLYMPIC GAMES 


TOKYO 2020: THE OFFICIAL VIDEO GAME 
For those who prefer a little less fur. 


A revival of a rivalry! 


CHANGE IS COMING to the 
Tokyo 2020 Olympics... a change 
of attire, that is! Previous entries in 
the Mario & Sonic series have 
always seen the guys stick to their 
traditional duds while participating 
on the world stage, while the girls 
would get to wear something 
appropriate to the events in which 
they participated. 

This time, however, almost 
everyone has decided to leave their 
overalls and the like in the locker 
room and look the part, whether 
they're showing off their skills at 
running, swimming, skateboarding, 
surfing or karate. (All events in the 
game are based on actual events at 
the 2020 games, by the way.) If you 
thought that Mario rocked the 
swim trunks look in Super Mario 
Odyssey, just wait'll you see what 
Wario has in store for you! 
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Of course, you might prefer 
something a little more old-fash- 
ioned. If that’s the case, how does 
1964 grab you? That was the last 
year the Summer Olympic Games 
were held in Tokyo, and so there’s a 
throwback mode to the games of 
that year. It’s not just a resetting of 
the watch, though, as Mario, Sonic 
and their friends go retro for a 2D 
pixel-styled Olympic experience 
that calls back to how the cast 
looked in 1985’s Super Mario Bros. 
and the Genesis Sonic titles. (That's 
about as far back as these guys can 
reach, after all. They weren't born 
yet in 64!) 

Not only does the retro style 
offer a new way to play, but it also 
helps introduce the Adventure 
Mode that had been exclusive to 
the portable versions of the past to 
the quasi-console side of things. Dr. 
Eggman and Bowser have teamed 
up once again, this time to produce 
a console that will pull users into a 
2D version of the Tokyo '64 Olympic 
Games, and Mario and Sonic have 
to get back to the future! - DAVID 
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WHILE MARIO AND Sonic are 
sure to garner the majority of the 
spotlight when it comes to Tokyo 
2020 Summer Olympic video game 
coverage, Sega still has something 
in store for the more "serious"- 
minded fans of athletic competi- 
tion. 

While skipping the Rio 2016 
Summer Olympics, Sega wasted no 
time staking their claim on this 
one, securing the licensing rights 
all the way back in, well, 2016. This 
game's actually already available in 
Asia as we speak, whereas the rest 
of the world has to wait until some 
as-yet-unspecified time in the title 
year to play — that is, unless you're 
so eager that you'd be willing to 
take advantage of the Switch's lack 
of region-locking and import a copy 
(it's even in English, go figure). 

As it stands, the Japanese 
version has 80 national teams and 
some 15 events to start, with free 
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updates coming along in further 
months. Perhaps Sega's plan is just 
to release it all at once in one 
complete package in the West? 

While less cartoony than the 
Mario & Sonic rendition of the 
Games, Sega seems to nevertheless 
be taking a slightly looser, more 
arcade-like style than their last 
outing in London 2012. The visuals 
aren't quite so realistic, and the 
character customization is 
probably a little less strict than 
what the real-life Olympic commit- 
tee would allow (such as a 
swimming in a school uniform), 
while performing well can lead to 
visual indicators (such as glowing 
auras and even literal flames being 
left in your character's wake) and 
bursts of speed to help you pull off 
that medal-winning finish. 

There doesn't seem to be much 
for single-player action (no career 
or story mode here), but multi- 
player and online options should 
really help drive the competitive 
spirit home. - DAVID 


OCTOBER 2019 35 


36 ISSUE #42: FAMILY-FRIENDLY FRIGHTS 


YO-KAI WATCH 4 


Hands-on impressions from a full playthrough of the Japanese version! 


YO-KAI WATCH 4 4 and Yo-kai 
Watch in general — is the best game 
that you've probably never played. 

For those unacquainted: Yo-kai 
Watch follows around an elementary 
school student named Nate Adams 
who mysteriously stumbles upon a 
watch that allows him to see ghost-like 
beings called Yo-kai. Yo-kai are deeply 
rooted in Japanese mythology and are 
given a more cartoon appeal in the 
games and anime. If someone's feeling 
overly apologetic, it's the work of a 
Yo-kai. If someone is feeling a bit too 
flatulent, it's the work of a Yo-kai. 
Yo-kai are to blame for all of humani- 
ty's problems, and it's up to Nate to 
find ways of getting the troublesome 
Yo-kai to stop inspiriting people by 
means of collecting and battling them. 

Yo-kai Watch 4 is currently only in 
Japanese, so your best bet is to make 
a Japanese eShop account and buy 


LEVEL-5 
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some Japanese eShop cards to be able 
to download it digitally, as purchasing 
a physical copy would cost more with 
shipping. Although it’s in Japanese, 
Level-5 does such a great job with nav- 
igation that you won't ever really be 
stuck not knowing where to go, as 
there's a blue ghost dog who will con- 
tinuously run toward each main story 
objective. Also, you'll get used to 
menuing in Japanese really easily — so 
don't worry! If you do get stuck, I’ve 
got a 10096 walkthrough on YouTube 
for you to play along with. 

The story is perfectly aligned with 
the "Shadowside" arc of the anime, 
which takes place 30 years in the 
future when certain Yo-kai have alter- 
nate "Shadowside" and "Lightside" 
forms. Yo-kai Watch 4 starts in 
Springdale, where our main character 
Nate explores his town and helps get 
rid of Yo-kai causing trouble. Out of 
nowhere, a mysterious door appears 
and Yo-kai from the future start 
coming out! After dealing with them, 


TRE. 


Nate steps through the door, then 
reappears 30 years in the future and 
meets the Yo-kai Detective Agency 
kids: Touma, Akinori and Natsume — 
who turns out to be Nate's future 
daughter! The four kids end up back in 
present time and meet Katie, another 
main Yo-kai Watch protagonist, as well 
as warp into the distant past to meet 
one of the very first Watch Users 
named Shin. While exploring with the 
group of six playable Legendary Watch 
Users, it's up to the player to unravel 
the mysteries connecting the Yo-kai 
World and the Past, Present and 
Future Worlds that the kids are able to 
travel to with the mysterious gates. 

Battle gameplay is true to the fran- 
chise's traditions — most specifically 
Yo-kai Watch Blasters on 3DS. You can 
choose to control any of the six 
Watchers, each with their own unique 
weapons, skills and battle styles. Or 
you can control any of your Battle 
Yo-kai to attack using YP, a consum- 
able form of energy. 


SEE THE 100% 
WALKTHROUGH 


Yo-kai are each categorized as 
Melee Attackers, Ranged Magic 
Attackers, Healers or Tanks. In each 
battle you'll command one Watch User 
and any three Yo-kai allies. Battles 
take place in a small arena where you 
attack and move in real time in order 
to deplete your opponent's health. 
When you battle a Yo-kai, there's a 
chance they'll get "stunned," and only 
then can your Watch User go up to 
them and extract a "Soul Orb" off of 
them. If you collect enough Soul Orbs 
of a particular Yo-kai, you can then 
exchange them to befriend that partic- 
ular species. 

Historically, there are over 700 dif- 
ferent variants of Yo-kai, but only 
around 100 made it into Yo-kai Watch 
4, with a promise of more via free and 
paid DLC in the future. Online trading 
of Yo-kai is available at launch and 
online multiplayer is planned as a 
future DLC update. 

There is so much detail and charm 
within every corner of the game! 
Hopefully it will be localized soon, but 
as | mentioned, even with Japanese 
text, Yo-kai Watch 4 is definitely worth 
the playtime. I've already spent over 
100 hours with it, and there’s still so 
much more to do after completing the 
main story! - ABDALLAH 
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THE SIX LEGENDARY WATCH USERS 


Let's take a closer look at the six playable heroes! 

Nate is back as your average protagonist, kicking 
off the quest again. When you take him into battle, 
he'll be wielding a toy hammer to physically attack. 
Aside from draining YP from enemies to give to his 
Yo-kai, Nate's moveset includes a basic Yo-ki shot 
similar to throwing light fireballs, a stronger variant 
of that Yo-ki shot, a Yo-kai drill ability that uses ҮР 
to deal more consistent damage to opponents, the 
ability to buff his team's speed and the ability to 
remove status effects. 

Katie is the best healer in the game, hands down. 
Physically whacking things with her paper fan isn't 
as strong as her magic stats, so you'll be using her to 
keep your team afloat. When absorbing enemies, 
Katie has an exclusive ability that forces the oppo- 
nents into the air, rendering them unable to attack 
for a few seconds. Katie's moveset includes targeted 
healing, group healing, spawning a healing AOE 
statue, the power to heal status effects and a Yo-ki 


shot that rains down nine fireballs from the sky. 

Touma is the most offensive Watch User in the 
game — he wields a sword and doesn't need the help 
of Yo-kai to get the job done, thanks to his Ogre Arm 
physical attack boost and Yo-kai Watch Ogre. He's 
able to summon and turn into strong Yo-kai, or 
Genma, for a small amount of time. They include 
Goemon, who gives Touma a stat bost; Yoshitsune, 
who debuffs enemies; Omatsu, who heals the entire 
team; and Benkei, who does a spinning physical 
sword attack. 

Akinori is the most tanky character on the team, 
weiding a morning star and the Yo-kai Watch Animus 
while providing support by pulling aggro and buffing 
defense. Other than absorbing YP and refilling his 
teammates, his moveset includes a basic Yo-ki shot, 
a stronger charged Yo-ki shot, the ability to boost 
his own defense for a period of time, spawning a 
defense-boosting AOE statue and the ability to focus 
all enemies' aggro on him. 


Natsume is Nate's daughter from 30 years in the 
future (and also has a deep secret that lies within 
her). Wielding a naginata, Natsume offers her team 
support in the form of various stat buffs. Like other 
Watchers, she's able to absorb YP and distribute it to 
her teammates along with the following moveset: 
targeted buff of defense, targeted buff of attack, 
targeted healing, AOE defensive buff for multiple 
teammates and the ability to spawn a hovering 
sentry that attacks nearby enemies. 

Last but far from least, Shin is the main protago- 
nist from the Forever Friends movie based in the 
distant past — he wields a baseball bat and keeps a 
bunch of extra tricks up his sleeve. He's able to 
absorb YP and keep his teammates filled as well as 
having the ability to plant two types of proximity 
mines (petrification and heavy damage). He can also 
freeze a foe in place for a few seconds, summon a 
statue that shoots beams at nearby enemies and fire 
a Yo-ki shot that is a flurry of ninja stars! 
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Adol Christin's spooky new adventure has arrived . . . but only in Japan. (And only on PS4.) 
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ГМ NOT MAKING the same mistake 
again. 

| almost missed the boat on Ys VIII: 
Lacrimosa of DANA. Because of the 
poor reception to its first localization 
when it came to the States, | nearly 
ignored its Switch port — | certainly 
didn't prioritize covering it here in the 
pages of NF. But then I felt like a fool 
later on, as when I gave it a chance I 
found out that it was incredible, and it 
ended up being one of my favorite 
games of last year! 

So no, I'm not making the same 
mistake a second time. Here's the kick- 
off of our coverage of Ys IX: Monstrum 
Nox, and we're getting into talking 
about this one so early that it is 1) not 
even confirmed to be coming to the 
Switch yet, and 2) hasn't even been 
confirmed to be getting a localization 
of its PS4 edition either. I’m just going 
to step out in faith! I'm going to start 
to send some positive vibes out into 
the universe and believe that this 
sequel will eventually be released in 
English on the Switch, retroactively 
justifying this very preview. 

It’s a possibility that's worth being 
excited about already, | think, as Ys IX 
is looking intriguingly spooky! The 
bright, sun-baked beach setting of VIII 
has been replaced by a new scenario 
that sees our red-headed hero Adol in 
the middle of a grim, grey prison city. 
He's been accused of a crime he didn't 
commit, and he'll have to break out of 
the most fortified fortress in the world 
... With the help of a set of somewhat 
creepy new friends known as the 
Monstrums. 

Like the mutants in the X-Men saga, 
the Monstrums are humans who have 
somehow developed wild, supernatu- 
ral skills that set them apart from 
normal people. The normal people, 
understandably, are frightened by this 
— and the Monstrums live as outcasts. 
So what happens when Adol also 
develops a new kind of mutant power? 
We'll have to play Ys IX to find out! 

It's on sale on PS4 in Japan as of 
September 26, so hopefully either a 
localization announcement, Switch 
port or both will come soon. I’ve got 
my fingers crossed already! - LUCAS 
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RING FIT ADVENTURE 


Save the world... while burning some calories! 


FINALLY, THE MOST frightening 
moment of the approaching Halloween 
season could come a couple of weeks 
after the holiday, when you step up 
onto your bathroom scale and the 
number that greets you instantly 
serves as a reminder of all the sugary 
indulgences you allowed yourself to 
enjoy on October 31. Thankfully, a 
couple of weeks before the holiday, 
Nintendo's preemptively providing a 
solution to that very dilemma! It's the 
Big N's big new fitness game, Ring Fit 
Adventure! 

Gone are the days of the Wii Fit 
Trainer and her calm coaching of your 
technique atop a Balance Board. Now 


the new Ring-Con Controller (see Page 
12) is your gateway into the world of 
weight loss and strength-building! And 
your trainer's stepping out of the yoga 
studio, too. You're going with them on 
a grand adventure instead! 

Yes, Ring Fit Adventure is a full-on 
Nintendo-developed JRPG quest, and 
its hero just happens to save the day 
through the power of good old heart- 
pumping aerobic exercise. To make 
your character run, you'll physically 
run in place in front of your TV. To 
attack enemies you encounter, you'll 
follow on-screen instructions and 
perform specific movements and 
motions while holding the Ring-Con. 


The Wii Fit games flirted with some 
of these ideas, but Ring Fit is going all- 
in with the Adventure concept. The 
battles are turn-based. You'll earn XP 
when you defeat foes, then level up 
and gain stat bonuses to strength and 
health. (I wouldn't be surprised to see 
a Black Mage pop up and start slinging 
spells, honestly.) 

The way Nintendo has interwoven 
exercise into every aspect of this quest 
is phenomenal — it's at the very heart 
of every moment. For example, in 
battle sequences, you'll find that foes 
are uniquely vulnerable to specific 
kinds of color-coded attacks: red, blue, 
green and yellow. Standard JRPG stuff. 
But in Ring Fit, each of those colors is 


aligned not with elemental weapons or 
particular categories of magic — it's 
different categories of exercise 
instead. An enemy with a weakness to 
blue attacks can best be defeated by 
choosing to perform a leg-based 
exercise activity like squeezing the 
Ring-Con with your thighs. A baddie 
with a susceptibility to green? Calm, 
slow-paced performances of yoga 
poses will send it packing. 

Even when the enemies take their 
turn and attack, exercise remains at 
the forefront of the fight! You hold the 
Ring-Con tight against your abs to 
summon a massive abdominal muscle 
shield and resist their incoming 
assaults. 

Outside of battles, the fitness con- 
tinues as you jog along exploring each 
environment, squeeze the Ring-Con to 
shoot blasts of wind to interact with 
objects you encounter or propel your 
character into the air and much, much 
more. Honestly, you'll be constantly 
moving and working your body in 
order to make progress in this quest 
... Which is the whole point! Wouldn't 
be much of a fitness game if it didn't 
make you break a sweat, now would 
it? 

I had fun playing around with older 
Nintendo fitness games like Wii Fit, 
but they never held my attention for 
long. I'm intrigued by this new idea to 
build an entire JRPG around exercise — 
and | won't have to wait long to try it! 
Ring Fit Adventure hits store shelves 
on October 18! — LUCAS 
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Poor Luigi isn't the only one 
whos shaking in his boots! 
The entire history of Nintendo 
is filled with... 
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THE RED SKELETON 


FIRST UP, A game meant to be a bit scary: Castlevania! 
It can be fairly frightening, but kids in the '80s loved it 
anyway. | think it’s because they could relate! Being a kid 
is scary too — intimidating bullies, weird new foods, 
mean adults and the fear of being grounded are always 
there, waiting in the shadows. Unfortunately, most of 
these threats aren't easily put to rest. The creatures of 
Dracula's castle on the other hand? Eventually, they all 
take a fall. Flea Men, Giant Bats, Medusa, Frankenstein's 
Monster and even The Count himself — Simon Belmont 
stands up to the lot of them. But there is one monster in 
the castle who gets back up, over and over again: the 
Red Skeleton. It can't die! Drenched in blood, it won't 
stop coming for you, no matter how hard you fight. Just 
thinking about it gives me the shivers! — JONATHAN 
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BOSS ROOM ROARS 


| FIRST PLAYED Zelda 1 when | was seven years old. 
| found a sword, fought some enemies and plucked up 
enough courage to enter an old dead tree. Inside was a 
labyrinth of creepy statues, bats, skeleton warriors and 
block-pushing puzzles. Further in, | entered a room filled 
with blocks . . . that's when I heard the roar, as ghostly 
blue hands emerged from the walls. Were the hands 
roaring? Is there something worse behind the door?! 
| tried to defend myself, but one of the hands grabbed 
me and sent me back to the dungeon entrance. Old 
fogies (like me) say that retro games are better because 
the player has to use their imagination. In this case, my 
imagination conjured a horror so terrifying, | didn’t go 
back and beat Zelda 1 until almost 20 years after 
that fateful day! - MARK 


THE LEGEND OF ZELDA (1987) 


THE REAPER’S WAIL 


THE SCARIEST THING a kid can experience? It may be 
parental disapproval. Like that time when | was 10 and | 
started driving a car through a crowded gas station. It 
was the terrified shrieks of my mother — not the idea of 
a fiery crash — that stopped me cold. That was in 1987, 
the same year that | first experienced the similarly hys- 
terical rants of Kid Icarus’ Grim Reaper. | remember 
being so impressed by how alive he seemed! (Which is 
ironic, given his profession.) Then that admiration 
turned to terror. The way he randomly turns around to 
catch you sneaking behind, goes completely bonkers at 
the sight of your trespass, yells expletives in 8-bit bleeps 
and bloops and then bring his loyal children down on you 
for punishment, still makes for one of the NES era’s 
best jumpscares. - JONATHAN 


KID ICARUS (1987) 
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BARON VON BLUBBA 


THE SCENE: I’M eight years old and attending the kids’ 
program at a science fiction convention. A bunch of kids 
are sitting around and watching someone play Bubble 
Bobble on the NES. Suddenly, there's an alarm, the 
screen flashes "HURRY UP!", the music speeds up, the 
monsters turn mean, and then, there it was: the musical 
sting that signaled the arrival of Baron Von Blubba! The 
room erupts in screams as he appears in a puff of 
smoke! You can't defeat him! He's coming right at you 
through the wall!! NOOOO!!!! That was my first experi- 
ence with Bubble Bobble on the NES, and every time I’ve 
played it since reminds me that Baron von Blubba is 
always lurking in the shadows, ready to pounce on 
slowpoke dinosaurs who take too long to clear a level. 
(Especially Round 57.) - REBECCA 
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THE FISH 


ONE OF THE first Game Boy games | owned was 
Balloon Kid, the sequel to the arcade/NES classic 
Balloon Fight. (Side note: 1 never played Balloon Fight as 
a child. Having now experienced both, 1 consider Balloon 
Kid to be superior. Don't @ me!) As much joy as this car 
ride staple instilled, | can't ignore how unsettling it could 
be as well. From levels navigated in reverse compared to 
most conventional games (scrolling from right to left) to 
the sensitivity of its aerial controls, this adventure was 
designed to wind your nerves as tightly as possible. And 
then there's that relentless fish! Float down too close to 
the water's surface and Big Mouth Billy Bass here pops 
up to swallow you whole! Is it seriously tracking 
your entire flight path on the off chance you 
decide to take a dip!? - TONY 


THE HAND TRAPS 


WORLD 8 IN Super Mario Bros 3. isn't for the faint of 
heart, but imagine my surprise when | moved Mario 
across a nondescript path of black squares: GOTCHA! The 
screen flashed, and a huge hand suddenly dragged 
Mario into a secret level! The bane of the SMB3 speed- 
running community, there are three Hand Trap levels 
that trigger at random as our hero tries to cross this 
path, pitting Mario against the entire Hammer Brothers 
family, a flock of flying Cheep Cheeps and dangerous 
Podoboos that lurk in lava pools. Luckily, they're all 
short and you get a Super Leaf at the end of each as a 
prize, making them a perfect opportunity to take a 
breather. However, the best — or should I say, the worst 
— is yet to come: You've barely scraped the surface 
of World 8. You got this, Mario! — REBECCA 


SUPER MARIO BROS. 3 (1990) 


PHANTO 


YOU CAN'T HAVE a list of video game horrors without 
mentioning Super Mario Bros. 2's Phanto, the most 
(in)famous G-rated slasher villain of all. There you are on 
a quest across Subcon. Impeding your progress is a 
locked door, and the room housing the key is guarded by 
a swarm of motionless floating masks — each plastered 
with a most sinister grin. You grab the key. Suddenly, on 
the farthest wall (should you be playing the All-Stars 
version), the eyes of a much larger mask begin to glow 
with a foreboding light. Wait . . . wasn’t there supposed 
to be one other mask? Ah! Behind you! What are you 
doing!? Run! Hiding is fruitless! Not even Subspace can 
provide sanctuary from Phanto’s dogged pursuit! 
What a fine mess of turnips you’ve gotten 
yourself into!! — TONY 


SUPER MARIO ALL-STARS (1993) 


CROCOMIRE 


DEEP IN THE volcanic Norfair region of 1994's Super 
Metroid, there was a boss battle that stressed me out 
like no other in the Metroid series. About halfway down 
| dropped smack-dab into a boss battle with Crocomire, 
a large, red monstrosity that can't be damaged. | spent 
what felt like hours trying to somehow harm this long- 
armed freak, and all he would do is keep marching 
toward me, pushing me closer and closer to a spiky wall. 
Needless to say | was freaking out trying to figure out 
how to handle this without getting impaled! | finally 
figured what | needed to do — push him to the other side 
of the corridor and into the waiting lava. Watching poor 
Crocomire failing to jump out of that lava and slowly 
melting at the same time really wigged me out . . . but 
then he attacked again, as a skeleton! Ack!! - THOR 


THE MAD PIANO 


THE SHIFT INTO a fully three-dimensional setting was 
a massive change of pace for Mario (and the entire video 
game industry besides), but the transition was helped 
along by the use of established, recognizable characters 
in Super Mario 64's opening moments, as well as the 
upbeat, put-some-pep-in-your-step music that greeted 
our hero in levels like Bob-omb Battlefield. But a little 
later on in the adventure, the tone took a hard shift into 
horror! The level Big Boo's Haunt is freakishly dark and 
foreboding compared to everything Mario-related that 
had come before, making the old Ghost Houses seem 
like kindergarten classrooms by comparison. The worst 
part? While slowly exploring the haunted home, you'd 
come across a grand piano... and then it would spring 
to life and try to swallow Mario whole! Yikes!! — LUCAS 


SUPER MARIO 64 (1996) 


BOTTOM OF THE WELL 


THE ZELDA SERIES has always had dark moments, but 
the franchise occasionally veered into outright horror 
with Ocarina of Time. From the moment Link set foot in 
the Royal Family's tomb in Kakariko Village and discov- 
ered the ReDeads lurking within, it was clear that some- 
thing was amiss about the town — and that suspicion was 
confirmed later on when he ventured into the bottom of 
Kakariko's well. Strewn with skeletons and teeming with 
Floormasters, the bottom of the well was far and away 
the most unnerving area in the entire вате... at least, 
until you get a glimpse of the royal family's bloody 
history in the Shadow Temple. True to Nintendo's nature, 
these areas were not explicitly gruesome, but they didn't 
need to be — the power of implication was more than 
enough to make them unsettling! — KEVIN K. 


CLANKER'S CAVERN 


GOOGLY EYES: the telltale sign that you're playing a 
Nintendo 64-era Rare platformer. The British developer 
had a penchant for anthropomorphizing otherwise in- 
animate objects to sell the idea that players are roaming 
a cartoon wonderland. But for whatever reason, be it the 
limitations of the hardware or the lack of other, non- 
ocular facial features, these characters came across as 
less "Beauty and the Beast" and more "Pee-wee's 
Playhouse" — that is to say, extremely unsettling. The 
most frightening example can be found in Clanker's 
Cavern from Banjo-Kazooie: After swimming through a 
set of rusted sewage pipes, you come face-to-teeth with 
the zone's monstrous mechanical resident. Clanker turns 
out to be a rather swell bloke in the end, but boy, does he 
fail at making a non-terrifying first impression! - TONY 


THE SALESMAN 


FOLLOWING ITS RELEASE, Majora's Mask quickly 
developed a well-deserved reputation as the "black 
sheep" of the Zelda series. From its first moments, the 
game exudes a more foreboding atmosphere than any 
other adventure Link had embarked on. The opening 
scene, in which our hero chases Skull Kid through a fog- 
laden forest before being transmogrified into a Deku 
Scrub, set the tone for the surreal journey ahead — but it 
was the first encounter with the Happy Mask Salesman 
that left the biggest impression on me. His unsettling 
smile, erratic movements and sudden flashes of anger 
were more disturbing than anything else I had seen. Link 
faced hundreds of horrors as he trekked across Termina, 
but the Salesman sticks out in my mind as the scariest 
character in that menagerie of nightmares. — KEVIN K. 


THE LEGEND OF ZELDA: MAJORA'S MASK (2000) 


THE BLACKOUT 


LUIGI'S MANSION HAS the veneer of a survival 
horror: a creepy mansion, the hero's nervous demeanor, 
ghosts waiting to pounce from the dark. But it's scarier 
for the protagonist than the player. You're well equipped 
to deal with the spooky encounters, and boss ghosts are 
more puzzling than threatening. You leave behind a trail 
of safe, well-lit rooms where no ghosts will attack... 
then, after defeating the Boolossus, the power goes out. 
Vou're stuck on the roof and need to get to the basement 
to fix the circuit breaker. Your safe path is gone, and the 
Toads that save your game have run away. Every 
corridor is again filled with the ghosts you thought were 
gone forever. The first time this happened | was ill- 
prepared, and Luigi’s Mansion finally set my heart 
racing! A truly frightening scene! - MARK 


LUIGI'S MANSION (2001) 


THE POWER OUTAGE 


METROID PRIME HAD its share of tense and forebod- 
ing moments, but one incident in Phendrana Drifts was 
so terrifying to my younger self that it induced sheer 
panic. Partway through the game, Samus infiltrates a 
Space Pirate research facility in that frigid region. After 
battling through room after room of the Pirates, she 
acquires the Thermal Visor, allowing her to detect heat 
signatures. However, once she obtains the power-up, the 
entire facility goes dark, and you must navigate your 
way back through its pitch-black corridors using the 
newly acquired visor. Even with the item in tow, being 
trapped deep within a hostile Space Pirate stronghold, 
with countless threats lurking around you in the 
darkness, made this one of the tensest moments I’ve 
ever experienced in a video game! — KEVIN K. 


THESMOKY PROGG 


IN PIKMIN, visiting levels on certain days can reveal 
new enemies that reward you with loads of bonuses. 
When | found an odd egg on the coastline of The Distant 
Spring, my curiosity was piqued! What treasures lay 
inside? | took a platoon of Pikmin and set them to work 
cracking it open. When it hatched, what emerged was 
the corrupted ghost of a frog, spewing poisonous fumes 
behind it: the Smoky Progg! It instantly gassed all the 
Pikmin that freed it. | ran back to the landing site to 
bolster my army, but | had badly misjudged — Smoky 
Progg follows Olimar anywhere. It arrived on the landing 
site, carving a path of panic and destruction through my 
assembled Pikmin with its smoky trail. My reward for 
discovering the secret was total and utter annihilation — 
and a lifelong fear of eggs. - MARK 


MIMIKYU 


MIMIKYU MAY LOOK like an adorable attempt at a 
Pikachu cosplay, but it's really high octane nightmare 
fuel. First, what is under its disguise, aside from dark 
shadows with glowing eyes? The Pokédex speaks of 
legends where people have dropped dead from fright 
after seeing what lies underneath. (Detective Pikachu, 
however, took a peek and aside from a horrified scream, 
seemed to be OK.) What's even more creepy is the 
upgrade it receives in Ultra Sun & Moon, in the form of 
its ultimate Z-Move. First, it dashes around its target at 
high speed, darting in and out of hiding, and then it 
strikes, enveloping it underneath its disguise as the eyes 
of its true form flash menacingly underneath. A flurry of 
blows later, and you've just witnessed the absolute 
horror that is Let's Snuggle Forever! — REBECCA 


POKÉMON SUN & MOON (2016) 


THE LYNEL'S STARE 


THE FIRST RACE I met in Breath of the Wild were the 
Zoras. They wanted me to retrieve electric arrows from 
the lair of a Lynel. No problem! Lynels are those goofy 
lion-headed centaurs from the first Zelda game, right? 
They've never been anything to worry about. But, in 
Breath of the Wild, a Lynel isn't just something to worry 
about — it's something to fear! Skilled with a sword and 
shield, a perfect marksman with a bow and arrow and 
able to tear through Link with its lion claws, it's the most 
imposing overworld enemy. | was foolhardy on that first 
encounter, but with every Lynel | crossed thereafter, | 
knew better. You spot a Lynel, motionless on a hillside. 
Has it seen you? It's just standing there, watching. Only a 
fool would draw their sword. There'll be another way 
around. Just back up verrrry slowly . . . — MARK 


RUN, YOSHI, RUN! 


FINALLY, JUST IN case you thought this tendency 
toward terror was something that Nintendo has been 
growing out of in recent years, here's an especially egre- 
gious example from Yoshi's Crafted World — released 
earlier this year on the Switch! The contrast is strikingly 
stark here, as the Yoshi games are the pinnacle of sugary 
sweetness — even the Kirby series goes dark with more 
regularity than the insatiably hungry dino does. So it's 
mind-warping that after you hop and bop along through 
nearly a whole game of playful pastels that you come to 
the level "Don't Be Afraid of the Dark." In it, Yoshi shivers 
in fear as he slowly steps into the shadows... and then 
a series of murderous, axe-wielding, entirely invincible 
killer dolls rush toward him to try to cleave him in two! 
What in the world, Nintendo!? — LUCAS 


YOSHI'S CRAFTED WORLD (2019) 


DEEPNEST 


THE SCUTTLING AND scritching of Deepnest in 
Hollow Knight is unnerving and downright creepy. Upon 
entering you see that most rooms are poorly lit, but feel 
alive. The foreground and background are packed with 
movement and the audio is unsettling as well. It's either 
too loud because of Garpedes or too quiet because 
you're in a massive spider web, but the whole place just 
screams, "Go home!" In a game that asks its players to 
explore every nook and cranny, this area may be the 
most daunting for that task. One such secret is Nosk, a 
boss that hideously twists your own persona into a gro- 
tesque monster. What's worse is all of the bug corpses 
you see strewn about the map, a clear harbinger of the 
traps and pratfalls that they suffered. Will you be next? 
Or will you somehow escape alive? — BRETT 


HOLLOW KNIGHT (2018) 


FEATURES 


MR.L 


OK, SO GOOIGI over there doesn't count, technically, because he's actually a wholly 
separate character and not just Luigi himself wearing some different kind of clothing. 
(He still makes for a nice splash illustration to get the idea of a "Costume Party" going, 
though.) For a legitimate alternate Luigi, my pick for the best from across the decades 
has to be when he made a heel turn and became the villainous Mr. L in Super Paper 
Mario! That's the real Luigi under that mask. He may be brainwashed, sure, but he just 
looks so good when he's antagonizing his brother with all his pent-up rage! — LUCAS 


ROBOT NESS 


UPON LEARNING THAT Pokey has escaped to the past, Ness, Paula, Jeff and Poo 
are set to give chase via the Phase Distorter. But hold it right there, buster! Dr. 
Andonuts explains that time travel could destroy their living bodies, so they ought to 
transfer their consciousness into robotic shells first. Prime opportunity to become 
butt-kicking android soldiers, right? Nope! Their inorganic forms look like cardboard 
boxes stacked atop each other and spray-painted silver. Almost like Dr. Andonuts gave 
the kids $5 and told them to build their new bodies themselves! - TONY 


THE TRI FORCE HEROES 


LINK GOT A whole game dedicated to a costume party: Tri Force Heroes! Fashion is 
king in the land of Hytopia, and all of its denizens' lives revolve around what they're 
wearing. Madam Couture is the seamstress that turns your loot gained from dungeons 
into various outfits that Link can wear to gain abilities and buffs. Many of these hail 
from Hyrule lore, while others come from the Mushroom Kingdom and even Kirby! 
There are loads of costumes to don, and Link doesn't shy away from wearing female 
styles either! Half the fun is making Link look as goofy as possible. — BRETT 


BONEY THE HUMAN? 


IF YOU'RE A dog owner, you probably feel like your pet is a person. That's why 
clothes for dogs sell so well around Halloween! It's a time to pretend that our dreams 
are real. The thing is, though, most people don't actually believe that our furry friends 
are human just because we put a shirt and hat on them, but in the innocent world of 
Mother 3, it works great! Lucas dresses Boney the dog like Boney the human to help 
Ң E him sneak into a swanky nightclub. At first the bouncers are suspicious, but after one 
(| сап go back to being а dog now, right?) furry, friendly handshake, the pair strolls right in! — JONATHAN 
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NINTENDO FAN BAYONETTA 


BAYONETTA'S FASHION SENSE is pretty wild, even when dressing up as Nintendo 
characters! Her "Mushroom Kingdom Princess" and "Sarasaland Princess" costumes 
are based on Peach and Daisy, and they replace the witch's Wicked Weave attacks with 
Bowser's arms and legs. She dons Link's tunic and hat with the "Hero of Hyrule" set, 
allowing her to use the Master Sword and his signature spin slash. The "Galactic 
Bounty Hunter" suit allows her to use Samus' arm cannon and even grants her use of 
the Morph Ball. The costumes even come with authentic sound effects! — LINDSEY 


THE KIMONO-CLAD PRINCESS 


THOUGH THERE ARE several different options to choose from when selecting 
Princess Peach's best alternate outfit from over the years, I’m going to have to side 


with Emma (see Page 5), as she rightly highlighted Peach's kimono look from Super 

Mario Odyssey. Peach has actually worn a few different kimonos in various pieces of 

promotional art over the years, but for her in-game debut wearing one, the Big N 

wanted to make sure they got it just right and sketched out a bunch of options, as seen 
in this concept art. (The Fire Flower & Boo combo on the left won!) - LUCAS 


FEATURES 


ITS-A Ми! 


MiiS ARE SO like us: They love, they laugh and they dress up as hot dogs. Our little 
cartoony doppelgangers really get a kick out of wacky costumes, don't they? One 
minute they're lounging around in a bear suit, the next they're running in circles in a 
banana costume. Astronauts, superheroes, dinosaurs, ninjas, robots, skeletons... 
Miis will proudly rock any crazy cosplay. In Miitopia, you could even give them extra 
costumes by scanning amiibos, allowing them to defeat monsters while dressed as dif- 
ferent Nintendo characters. They even dress up in Super Mario Maker 2! — LINDSEY 


BABY BOAR VERONICA 


HERE’S A NEWCOMER to consider for the crown of ultimate costume cuteness 
amongst all these veterans: Veronica from the brand-new Dragon Quest XI S! She’s 
actually the same age as her adult-sized twin sister Serena, but she fell afoul of a 
magical curse that made her body turn back its internal clock and revert to a child- 
like look. She apparently doesn’t like to be called a kid as a result, but she makes it 
hard to resist when she dresses up in cutesy outfits like this one: the Baby Boar 
suit you can claim by downloading the free Champion's Pack DLC! — LUCAS 


YOSHI'S CRAFTED COSTUMES 


WHILE TONY STARK is known for crafting a suit of armor from a box of scraps, 
Yoshi’s recently gone about things the other way: crafting a suit of armor from the 
scraps of boxes! While they may not allow Yoshi to fly or shoot repulsor rays, they do 
give our plush dino pal some extra hits to take throughout a stage — the rarer the 
costume, the more durable. All the while, Yoshi can pretend to be anything from 
various livestock to numerous vehicles. Plus, if you scan certain Mario-related 
amiibo, you can dress up as the plumber and his friends! — DAVID 


MEGA MAN'S NEW LOOKS 


FOR OVER 30 years, Mega Man has been known the world over for his most signa- 
ture ability: replicating the powers and abilities of his fallen foes. But upon his recent 
return, it would seem that copying powers wasn't enough — now he's begun to copy 
their appearances, too! While not a full-blown change in appearance, each new 
weapon he gets now also alters the form of his helmet and Mega Buster to resemble 
those toppled in his quest. Interestingly, the new looks are somewhat reminiscent of 
the Double Souls his online analogue, MegaMan.EXE, would take on! — DAVID 


< ө Я < ө 4 ч ө 4 ғ < ©., 4 ө 
e»0»00» O» 9 0 » O » «guy» у 
o > ө » ч > ө +p o > ө » o > ө > 


K. ROOL'S ALTER EGOS 


HE MAY CALL himself royalty, but King K. Rool has several personas. In Donkey Kong 
Country 2, this villainous crocodile reinvented himself as "Kaptain K. Rool" as he and 
the Kremling Krew became pesky pirates. He truly played the part, donning a coat and 
hat and even battling the Kongs with a blunderbuss! After that, he became "Baron K. 
Roolenstein," a mad scientist in a lab coat and gloves. He even built a few robots 
himself! (Albeit out of pots and pans.) It seems he hasn't forgotten his roots either; 
both of these guises are referenced in his role in Smash Bros. Ultimate. — LINDSEY 


HIPSTER DAD BOWSER 


RIGHT AROUND FIVE years ago now, Nintendo promoted the cosmetic appeal of 
the swappable faceplates on the New Nintendo 3DS by partnering with Japanese idol 
and fashion icon Kyary Pamyu Pamyu. The centerpiece of the ad campaign was a TV 
commercial that presented bold new looks for several Nintendo mascots, from Toon 
Link in a top hat to Donkey Kong with his fur dyed in multiple colors. The most impact- 
ful alternate outfit, though? The glasses-wearing, polka-dotted "Hipster Dad" 
Bowser seen here. King Koopa had never looked so suburban! — LUCAS 


MASK KOOPAS 


BEFORE THE DAYS of DLC and easily swappable polygon models, sweeping 
cosmetic changes in games were a shocking surprise. Unlocking Justin Bailey Samus 
in Metroid, discovering the rearranged Second Quest dungeons in The Legend of Zelda 
... these moments made us '80s kids feel especially loved by game developers, like 
finding hidden presents in our parents' closet. Super Mario World takes that love to 
the next level with eight secret Special stages. Beat them all and every Koopa in the 
game swaps its shell for a Mario mask! Halloween in Dinosaur Land! — JONATHAN 


DR. MARIO 


FINALLY, THE HONOR for the ultimate alternate costume for a Nintendo mascot, 
in my mind at least, has to go to Dr. Mario. All these other company characters have 
looked great in non-standard clothing from time to time, but how many of them made 
such a statement with a costume change that it resulted in the creation of an entirely 
separate spin-off game series? Dr. Mario is considered to be so distinct from the main 
Mario that he's treated as a separate character in Super Smash Bros., for goodness' 
sake . . . not even an Echo Fighter! Doc, you win this costume contest! - LUCAS 


GREETINGS! 

I'M MASTER HAND, YOUR 
HOST FOR THIS YEAR'S 

SMASH TOURNEY! 


=, 


WHAT A BIG 
CROWD WE HAVE THIS 
YEAR! WOW! BP 


DUE TO THE NUMBER OF THE 
PARTICIPANTS THIS YEAR, YOU 


SIGH...TEAM 


AM 
FINAL BOSS! 
SECOND BANANA... m 


HEY! WE'RE TEAM 
KIDS’ TABLE - I THINK 
YOU'RE WITH US! 


OH BOY! 
THIS IS GONNA 
BE SO MUCH 
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THE MAKING OF 


The original Addams Family game! 


IMAGINE BEING A member of a family of outsiders. You love 
things that no one else cares about and can do things no one 
else can. One day, out of the blue, a strange alien force enters 
your life. It's huge. It's intimidating. It could be friend or foe. 
Now it's up to you to choose: Will you play it safe with the 
same-old same-old, or will you head out into the world with 
your weirdness and see what you can do? 

This is both the story of Fester's Quest, a ridiculously hard 
NES title, and of its creator, Mr. Richard Robbins. It's a tale that 
answers many questions that have haunted people like myself 
for years. Why did Sunsoft, in 1989, make a game about a semi- 
popular 1963 TV series, which in turn was based on a comic 
strip from 1938? Out of all the Addams Family characters to put 
in the starring role, why choose the bald, portly, middle-aged 
man with the complexion of an albino earthworm wearing a 
potato sack? As it turns out, it all started with a family business 
and a dream. 

Richard, then in his 20s, had been working with his father's 
arcade company for a few years when they were bought by 
Sunsoft Japan. One of his first jobs was to help localize a game 


called Chó Wakusei Senki Metafight. Richard 
changed the name to Blaster Master and added a 
storyline about a boy looking for his pet frog. 
While the game bombed in Japan, it was a huge 
hit in the United States, thanks in no small part 
to Richard's work. So what would he do with his 
newfound power in the games industry? 

In interviews with VGArc.org, Richard 
explained that he "had a dream, literally, for a 
game called Uncle Fester's Playhouse. Pee-wee's 
Playhouse was airing then. We came up with the 
alien idea as a quest, to save the family... . The 
Japan folks at Sunsoft were extremely skeptical 
and gave me a real hard time. They really ques- 
tioned who would care about this really old weird 
TV show." This was two years before the Addams 
Family live-action film was released, so the 
property was not exactly "hot with the kids" at 
that time. Still, Richard persisted. He contacted 
Charles Addams' widow in Switzerland and began 
"a series of expensive long distance phone calls." 
He said that she "was quite eccentric, protective 
and, | believe, possibly somewhat smitten with 
me," and that it took a "sort of romancing to 
convince this regal lady to let us do a game." 
After that, Richard and co-director Michael 
Mendheim had less than a year to get Fester's 
Quest made in time for the holiday season. 

And, the rest is history. The team managed to 
meet their deadline, building a new adventure on 
the existing framework of Blaster Master. (It 
plays extremely similarly to that game's top- 
down sequences, but is even more difficult!) 
Despite the fact that it's been panned by critics 
for over 30 years, Fester's Quest went on to sell 
over 1,000,000 copies, making it a major mile- 
stone in the ongoing evolution of the Addams 
Family brand. It just goes to show that some- 
times mysterious, spooky and all together ooky 
dreams can come true! - JONATHAN 


x. 


ORIGINAL RELEASE: 
NES, SEPTEMBER 1989 
PUBLISHER/DEVELOPER: SUNSOFT 


PLAYING IT TODAY 


Richard perhaps prophetically acquired 
the Addams Family game rights just two 
years before the 1991 live-action film 
made the brand a household name again, 
which worked wonderfully well for sales in 
the short run. Since then, though, the 
quirks of working with the license seem to 
have kept Fester's Quest locked down in 
the past, as it's never been reissued on 
any more modern format. Track down one 
of the old NES cartridges if you want to 
give it a try for yourself, then! 


ITS GONNA 
BE LIT 
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#ONCLEFESTER 


THE NEW FESTER 


Several Addams Family games followed 
Fester's Quest in the years after its 
release, though they were based on the 
1991 film and the Saturday morning 
cartoon that spun off from it. The kooky, 
crazy family living in a haunted house has 
mostly gone back underground in the past 
25 years or so — but they're due to be 
revived again in theaters this year, on 
October 11! The all-new animated Addams 
Family film will introduce us to a new 
Fester (seen above), voiced by comedian 
Nick Kroll. Will his take on the character 
live up to the iconic live-action perfor- 
mance of Christopher Lloyd? And will this 
version of the franchise inspire its own 
video game, or spin-off cartoon? If it does, 
we'll dance the Mamushka! 
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LOST IN UNTRANSLATION 


Nintendo's first-party text adventure murder mysteries! 


IN 1983, ENIX published a text adventure game 
for Japanese home computers called The 
Portopia Serial Murder Case. You investigated 
the murder of a bank manager — using a text 
adventure menu interface to interrogate 
suspects and look for clues. While it isn’t well 
known outside of Japan, the game was hugely 
influential in its home country. Industry veterans 
such as Eiji Aonuma and Hideo Kojima count it 
among their earliest influences, and it catapulted 
the career of Yuji Horii, who went on to develop 
the Dragon Quest series. 

It also influenced Metroid designer Yoshio 
Sakamoto who, in 1988, penned a very similar 
murder mystery adventure for the Famicom Disk 
System: Famicom Tantei Club: Kieta Kokeisha 
("Famicom Detective Club: The Missing Heir"). 

The game drops you right in the thick of it. 
The hero is pulled from the sea by a man named 
Amachi. You have no memory of who you are or 
what you were doing there. When you return to 
the cliffs to look for clues, you meet Ayumi 
Tachibana, who reminds you that you're a detec- 
tive for the Utsugi Detective Agency. 

You were in Myojin Village, investigating the 
death of wealthy business owner Kiku Ayashiro. 
The family butler hired you, believing it was sus- 
picious that Kiku died on the same day as signing 
a new will, leaving his vast estate to his long-lost 
daughter, Yuri. If she can't be found, three more 
family members stand to inherit the fortune: 
Kiku's nephews Kanji and Jiro, or niece Azusa. 
Kanji's son Akira also turned up on the day of the 
murder. Very suspicious! 

You interrogate members of the Ayashiro 
family, and other residents of the village, 
through a text menu interface, with your options 
on the right and dialogue along the bottom. The 
graphical view on the left is more than just for 
show — you can "Inspect" the environment and a 
hand cursor will appear, allowing you to look at 
points of interest in the scene. 

At some specific points in the story, you can 
"remember" something from your original inves- 
tigation before you were pulled from the sea. 
Each chapter ends with you returning to the 
Detective Agency to summarize what you've 
learned. 

The number of suspects starts to shrink... as 
one by one the heirs are murdered. Kanji is 
stabbed, Jiro is hung and Azusa is thrown from a 
cliff and drowned. All signs point to Akira as the 
culprit, but then he also turns up dead. With a 
serial killer on the loose, and your leads running 
out, you'll need to work hard to get your 
memories back before you become a victim 
yourself! 

Famicom Tantei Club Part II was released a 
year later and, despite the name, it was a 
prequel story. It opens with the hero investigat- 
ing his true parentage and starting work at the 
Utsugi Detective Agency. A year later, you are 


sent to investigate the murder of local schoolgirl Yoko Kojima. 
She was a member of a Detective Club with her friend Ayumi 
Tachibana, and they were investigating the origin of the 
school's ghost story, "The Girl Standing Behind." 

While investigating Yoko's murder, you reveal the origin of 
the ghost story: a series of murders that took place at the 
school 15 years ago. The murderer was never caught, but the 
tangled relationships between the head teacher and his staff 
seem to be the key to unlocking the mystery. 

Part Il was remade for the Super Famicom from the ground 
up for the 10-year anniversary of the series. All of the graphics 
and music were overhauled, giving it a cinematic feel that the 
original games lack. 

A third game was available for the Satellaview in Japan. It 
featured streamed voice acting, but that was only available 
during official broadcast hours. Like all Satellaview games, it's 
now virtually impossible to play as it was originally broadcast. 

In the Japanese Nintendo Direct in September, Yoshio 
Sakamoto revealed Nintendo is working with dev studio Mages 
to remake Famicom Tantei Club Parts | and II on the Switch. 
From what we've seen, they'll feature modern graphics, an 
overhauled interface and full voice acting. We can only hope 
they get localized for Western audiences this time! — MARK 


CHARACTER PROFILE 


* » 


FIRST APPEARANCE 
LUIGI'S MANSION (2001) 


The silly, swirl-eyed scientist. The paranormal professor. The inventor 


of every kind of odd and end. Egad! This little brainiac really does it all! 


E. Gadd invented the Poltergust, the With the success of that first effort, While mostly ignored by the many Though he's never hit the big time 
ghostbusting vacuum that Luigi the professor moved on and set up Mario spin-offs, Gadd's always front and his career thus far has seemed to 
wields in his Mansion quests! Mario with some new gear too! and center in each Mansion game! have more downs than ups, Professor 


E. Gadd's star is on the rise once 
again with last year's Mansion 1 
remake and the new Mansion 3. 


Perhaps this is his breakout year! 
Maybe we'll finally get to see Elvin 


unfortunately, another of his E. Gadd's never been invited to join a Well, all except the arcade game, elevated to the same status enjoyed 
inventions, the Magic Paintbrush, Kart or Party roster. The closest he where his role in minimal. (Yes, there by other secondary Mario-adjacent 
fell into a pair of nefarious hands! got was inventing a kart for MKDS. is a Luigi's Mansion arcade game.) stars! (I want to see him in a kart!) 
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Yes, the E in E. Gadd stands for Elvin. He does The most prominent cameo role E. Gadd's ever been given For his next role, he's going back to his roots — keeping 
seem a bit like a Keebler EIf, doesn't he? A kind came just two years after his debut, when he starred as the himself locked away in the safety of his laboratory while 
but quirky character always squirreled away and owner of the Starbeans Café in the first Mario & Luigi RPG. he sends Luigi out on perilous Poltergusting quests again 
making new things. Not cookies, though! New He appeared in several comical cutscenes, then awarded and again. He'll monitor Luigi's progress, whip up new 
inventions — mostly for Luigi's use! the bros with new items at the end of each one. inventions to assist him and speak gibberish once more! 


BY LUCAS M. THOMAS 


K.K.'S CONNECTION 


One of the most iconic elements of E. Gadd is the 
garbled nonsense syllables that spill out of his 
mouth when he talks — a manner of jumbled 
speech that I first thought of as being inspired 
by the Ewoks in Return of the Jedi. But the real 
inspiration was a lot closer to home! Legendary 
composer Kazumi Totaka is his voice actor, and he 
styled his mixed-up speaking style after another 
character he'd just recently helped give a voice to: 
K.K. Slider! Listening to a K.K. song and an E. Gadd 
cutscene back to back now, | can definitely hear 
the same wacky vocal energy coming through! 


What're ya scared of, sonny? 
It’s only just a few harmless 
ghosts. Well... а few hundred 
ghosts. And they're not 
exactly harmless. 


-LUIGIS MANSION: DARK MOON 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


THE COVER OF the 65th issue of Nintendo Power 
was adorned by the image of Freedan, the Dark 
Knight from the unsung Super NES classic Illusion 
of Gaia, looking out over the desert. With The 
Legend of Zelda: A Link to the Past in the rearview 
mirror and Ocarina of Time not due for another four 
years (it wasn't even a rumor yet at this point), it 
seems that Nintendo might have been eager to 
keep fans of that style of action happy with some- 
thing somewhat similar, yet still distinct. 

The 12 pages covering Quintet's action/role- 
playing epic were joined by numerous other great 
hits from the day, including Final Fantasy III (a.k.a. 
VI, which shared poster real estate with Earthworm 
Jim), Spider-Man and Venom: Maximum Carnage 
(with its special red cartridge), Pac-Man 2: The New 
Adventures, Brain Lord, Mighty Morphin Power 
Rangers and the eight pages of Super Punch-Out!! 
action promised on the cover. 

The Game Boy got a little love, too, ranging from 
the phenomenal fifth and final Mega Man game in 
the portable sub-series to Mortal Kombat II (they 
can't tell you it's not blood if there's no color!), as 
well as the well-received Yogi's Gold Rush. 

But that's all in the present (well, at the time of 
printing, it was), which might as well be the past 
when you've got a look at the future before you! 
And that's just what Nintendo Power brought this 
month: Following NP #6475 look at Killer Instinct 
and The Making of Donkey Kong Country, eight 
pages further exposed DKC ("Inside Coverage of 
This Year's Hottest Super NES Game!") with a look 
at the various members of the Kong clan, Animal 
Friends, Kremlings, barrel types and Manky Kong. 

A further two pages gave us the exclusive 50- 
cent tour of Williams/Midway and Nintendo's cross- 
country racing game, Cruis'n USA for the Nintendo 
Ultra 64. Among the different types of cabinets 
described was a "3-axis, full motion" version that 
Nintendo Power called the first of its kind. (In a 
world without high definition television and virtu- 
ally nil in the way of the Internet to keep up on 
gaming news, you had to be there to understand 
how truly incredible these games looked at the 
timel) 

Winners of this month's Player's Poll Contest 
would receive a most unusual opportunity: to be 
football player Troy Aikman's honorary golf caddy 
at the annual Troy Aikman Foundation Celebrity 
Golf Tournament in Dallas. Not only would the 
winner get to "see NFL stars tee off for charity," but 
they also took home an autographed #8 jersey, plus 
a copy of Williams Entertainment's Troy Aikman NFL 
Football for the Super NES. (This is before EA shut 
everyone else out of the NFL video game business 
with their exclusive Madden deal). Five second prize 
winners got the game, as well as autographed 
replicas of Aikman's jersey. 

Over in the Top 20 came a new challenger — or 
four — as Super Street Fighter Il: The New 
Challengers skyrocketed to the top of the Super 
NES charts, sitting pretty above Ken Griffey Jr. 
Presents Major League Baseball and Super Metroid. 


On Game Boy, Donkey Kong did what Donkey Kongs 
do by climbing to the very top of the chart, leaving 
Wario Land: Super Mario Land 3 and The Legend of 
Zelda: Link's Awakening on the levels below. On 
NES, The Legend of Zelda continued to have a 
strong showing after 73 months (so nyeh to anyone 
who says the original doesn't have lasting appeal), 
while Dr. Mario and Mega Man 6 filled out the other 
Top 3 spots. 

Pak Watch brought further portents of the future 
in Brutal: Paws of Fury and Beavis and Butt-Head, 
as well as basking us in the light of Demon's Crest, 
Super Return of the Jedi, Mickey Mania, Civilization, 
Street Racer, NCAA Final Four Basketball, Bass 
Relief, Madden '95 for Game Boy and, most impor- 
tantly of all, Jean-Claude Van Damme as Colonel 
William F. Guile in the upcoming Street Fighter 
movie. There was also a little buzz about Argonaut 
Software — co-developers of Star Fox and the Super 
FX Chip — joining forces with GTE Entertainment (a 
division of the former telecommunications 
company) to create their own answer to Sega's 
Virtua Fighter called "FX Fighter." Ironically (given 
the name), it never played with Super Power, but a 
version does exist on MS-DOS for those curious. 

Finally, NP left its readers with an ominous 
warning: "In October, all Super Power Club 
members will be exposed to jungle fever. Keep 
checking your mailbox!" Hmm... = DAVID 
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CAN WE PERSUADE YOU WITH A SHIRT? 


As noted above, Nintendo wasn't pulling their punches when it came to the promotion of their 
publication of Quintet's Illusion of Gaia. Besides giving it a new logo that's more than a little inspired by 
The Legend of Zelda: A Link to the Past's, they were also sure to mail out elaborate three-fold brochures 
that went into detail about the game while offering a coupon worth $10 off the game's MSRP of $69.95. 

Those who made the purchase received quite a hefty bounty: The game not only included a thick 
"Nintendo Power Explorer Handbook" as part of the manual, but also a cool "one size fits all" T-shirt 
sporting the aforementioned logo above an image of Freedan and the mysterious Shadow! 
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NF: When did you first become inter- 
ested in making video games? 

Ever since | was old enough 
to understand that people made 
games. I think that was right around 
the time of the film The Wizard and 
the U.S. release of Super Mario Bros 3. 
That was when it finally clicked for me 
that games aren't just something that 
appears, they're something that 
groups of people work on together 
and create. As a kid | thought, "That's 
what | want to do," and now that I’m 
here, working in video games, | am 
amazed by all of the hard work, dedi- 
cation and teamwork that goes into 
making and releasing a game. You 
have people that code game engines, 
graphics engines, features, menus, 
world artists, character artists, sound 
designers, composers, game design- 
ers, producers, community, customer 
support, marketing, communications, 
PR and dozens of other jobs that all 
work together in this complicated 
orchestra, and when it all comes 
together after thousands of hours of 
work, when you finally have some- 
thing playable, you look at it in awe 
because everyone has come together 
to create this thing that you can now 
experience. Then you work on it more. 

Video games are the intersec- 
tion of art and technology, and I’ve 
been gaming since as early as | can 
remember. My uncle handed me my 
first controller to play Donkey Kong on 
the Atari 2600 at the age of 4, and at 
6 | would play Pac-Man at the local 
rollerskating rink. 1 received Coleco 
tabletop games for Christmas, and my 
first console, the original Nintendo 
Entertainment System, at age 12. | 
worked at Babbage's (America's 
Software Headquarters) at the age of 
16 and through college, collecting 
more and more games and systems. It 
was then that I realized that the way 
to make video games was to learn 
about computers and programming, 
so, with a love of math in mind, | took 
my first programming courses and 
graduated with a Bachelor’s Degree in 
Computer Science. | made a text-based 
RPG on the side — every time | learned 
anew method or idea, | put it into my 
game (implementing RND was a huge 
deal, lol). To this day, | still love the 
technology, and encourage those who 
love math and want to get into gaming 
to crack their knuckles with game 
engines such as Scratch, Game Maker 
Studio, Unity and Unreal Engine. Just 
make something, and have fun with it! 


Now, more specifically relevant to 
you all at Gun Media through these 
past few years, when did you first 


become interested in horror films? (I 
personally remember catching just a 
glimpse of a Nightmare on Elm Street 
VHS tape at a neighbor's house as a 
kid and being scared right off the 
whole genre for years afterward!) 

My first real experience with 
horror movies was also the original 
Nightmare on Elm Street. | think | was 
5 or 6 — it was a good few years after 
the release to VHS and my parents 
had rented it. | was told | couldn't 
watch, so | snuck a viewing. That night 
| had terrible nightmares and woke up 
a few times just knowing that Freddy 
was under my bed. 

After that, my mom would have me 
watch different "scary" movies, things 
like Little Monsters and Gremlins. 
Movies that would be just enough 
horror for a kid to handle. It didn't 
take long to learn that the things on 
the screen weren't real and they 
couldn't physically hurt me. When I 
figured that out, | was all-in for horror 
movies. 

I’ve always been a fan of classic 
films, and it doesn't get any more 
classic than '80s horror, especially 
Friday the 13th. It was in my college 
years that I really got into watching 
anime and classic movies on VHS. | 
went through all of the horror fran- 
chises with friends who loved scream- 
ing and being scared, and we still get 
together on occasion to watch the 
classics today. And scream our way 
through haunted houses! 


Gun Media has just recently pub- 
lished a Nintendo Switch edition of 
Friday the 13th: The Game. But it 
didn't start out with that name! Can 


you give our readers a quick history 
of the project as it first existed? 

Friday the 13th: The Game 
started life as Slasher Vol 1: Summer 
Camp. Slasher Vol 1 started as our 
homage to those iconic horror films of 
the late '70s through the '80s and 
leaned heavily into the same space 
that Friday the 13th resides in. It was 
our love letter to Friday the 13th. 

We were approached by Sean 
Cunningham in early 2015, had some 
amazing discussions about horror and 
how much we admired each other's 
work, and Sean saw how much passion 
and authenticity we wanted to bring to 
Summer Camp. There were more 
amazing meetings over the next few 
months that included Sean offering 
the Friday the 13th video game 
license. 


So with the Friday the 13th license 
secured, the game transformed into 
an official piece of the film series" 
legacy. | know that there have been 
some headaches along the way in 
working with such a major Hollywood 
brand name! But can you give us an 
overview of the hoops you've had to 
jump through? 

| wouldn't say that they 
were headaches so much as the 
people in charge of the property 
wanting to approve of where we 
wanted to take it. It adds an extra step 
or two, but we always understood that 
at the end of the day, most of these 
weren't characters or a world that we 
invented. They already had this full, 
rich history, and that history should be 
protected. We completely understand 
that feeling of protection, of making 


sure that if this is done, it is done right 
and that it needs to be able to meet or 
exceed the bar that has been set for 
the franchise. It makes you feel better 
when the people that create these 
worlds say, "Yes. This is perfect. This is 
exactly how it should be." 

Whether you are showing your 
project to investors, IP owners or 
director level officers, there is always 
that "show me" part of the approval 
process where you have to show the 
what/how/why of your game. Our 
approval process for Friday the 13th: 
The Game hasn't really been that 
much different from other games that 
have been released in the last 25 
years. 


More than just the Friday the 13th 
name, the Camp Crystal Lake setting 
and the iconic Jason Voorhees char- 
acter, you also got to work with 
several of the actual performers who 
brought the films to life years ago. 
What was that like? 

It was amazing. We were 
able to work with Kane Hodder, our 
favorite Jason Voorhees actor; Thom 
Matthews, the man who plays Tommy 
Jarvis in Jason Lives; and Larry Zerner, 
the iconic Shelly from Part III. The first 
time Jason wears a hockey mask in 
any Friday the 13th film is just after he 
takes it from Shelly. 

It was incredible to see these actors 
bring those characters to life for 
Friday the 13th: The Game. We have 
some videos on our YouTube channel 
showing Kane getting into the role and 
performing motion capture of kills and 
other actions. When players experi- 
ence a Jason kill in the game, what 
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they are seeing is the man who played 
Jason performing the actions. It 
doesn't get much more authentic than 
that. 

Tom Savini worked with us on 
various aspects like making sure the 
kills looked right. He even worked with 
us to design a special version of Jason 
Voorhees that had never been on- 
screen. Tom is one of the most influen- 
tial masters of horror in the world. 
Working with him was a dream come 
true for everyone here. 

Tom McLoughlin, writer and 
director of Friday the 13th Part VI: 
Jason Lives, wrote the Pamela 
Voorhees Tape that players can collect 
in the game. Players being able to 
listen to those "recordings" of Pamela 
Voorhees, where she is talking about 
things that happen in the film world 
and expanding on that Friday the 13th 
lore, is an incredible feeling for 
everyone here. 

We also worked with Harry 
Manfredini to provide the musical 
score for Friday the 13th: The Game. 
Harry invented the "Ki Ki Ki Ma Ma 
Ma" that everyone associates with 
Friday the 13th. Harry has worked on 
most of the Friday the 13th films, as 
well as many other films. Having the 
original composer providing music for 
the game really helps to pull the 
player in and helps us achieve that 
cinematic feeling of "Oh. It's like I’m in 
a movie!" 


Now, on to the game itself. Friday the 
13th: The Game offers an asymmetric 
multiplayer experience — most 
players are the counselors who are 
trying to survive and escape from the 


murderous Jason, but then one 
player actually gets to be Jason and 
hunt the others down. What kind of 
difficulties did you encounter in con- 
ceiving of and designing a multi- 
player game where not every player 
is doing the same thing with the 
same controls and the same abili- 
ties? 

Balance is the hardest part 
of asymmetric games. The player with 
no team should be more powerful 
than a single player playing with a 
team, but there's a fine line between 
making that player too strong against 
the team and too weak against too few 
opponents. When you add a player's 
level of experience with the game, it 
becomes more difficult to keep that 
balance. You can't just release a game 
like this and say, "You know, that 
balance is fine. We're done here." You 
have to keep looking at it, see what 
players are doing, how the meta 
changes, and adjust based on the 
trends you see. 


Friday the 13th: The Game was first 
released on other platforms a couple 
of years ago, and now the Ultimate 
Slasher Switch Edition is on sale as of 
this past August 13. What made you 
want to bring the game to the 
Nintendo audience? (It was a karmic 
necessity to pay tribute to the old 
Friday the 13th NES game, wasn't it? 
Admit it!) 

We were just exploring the 
possibility of bringing the title to the 
Switch, and we received an early build 
of the Switch version. Everyone in the 
office was playing, and they started 
laughing, yelling at each other and 
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even attempting to cover the Jason 
player's screen to gain precious 
seconds to survive. It really brought 
back that "friends gaming in the living 
room" vibe, and it became obvious to 
us that we needed to absolutely 
commit to releasing Friday the 13th: 
The Game on the Switch. People just 
having fun, being loud and playing the 
game, but also having this different 
way to interact that wasn't possible 
through a headset and voice chat over 
the Internet. 

Everyone in the office was aware of 
the 30 years between the NES game 
and our Nintendo Switch game. It feels 
serendipitous that we landed in the 
30-year mark, like "Jason is coming 
home to Nintendo after 30 years." 
We're proud to be part of the Friday 
the 13th legacy. 

It was really a light bulb 
moment of everyone sitting down next 
to each other, talking trash, lying 
about who they were and where they 
were, having a blast playing this game. 
Friday the 13th: The Game on 
Nintendo Switch shines most when 
gamers are taking advantage of the 
hardware's unique portable abilities — 
it's an all-new experience playing 
together within proximity of each 
other. We hope new players go 
camping in the woods with their 
Switches, Internet hotspots and scary 
stories! 


Speaking of, did you guys actually 
play the old Friday the 13th NES 
game when you were kids? 1 have a 
few vague memories of trying it out 
and getting frustrated by its diffi- 
culty. 


Yeah. I played it in my early 
teens and absolutely hated the birds — 
they caught me with their swoop 
attack more times than not. | don't 
think | made it very far into that game 
because of the birds. 

Sure did, rented it at the local 
Video Supreme. It came out right 
when a slew of other great NES games 
had just been released, like Mega Man 
2, but I had to play Friday first since 
we paid the money to rent it! Getting 
lost in the forest, and in the cabins, 
and being chased by Jason... defi- 
nitely memories. 


Now that your studio has made its 
debut on the Nintendo Switch, might 
we see more from you in the future? 
Any chance of other ports of other 
past projects? 

It's definitely a possibility 
for future projects. We just always 
want to make sure that the projects 
we are working on make sense on dif- 
ferent platforms. When we have things 
that fit with the Nintendo Switch, we 
will definitely look into having them 
release there. We don't think it should 
be about "let's put this out everywhere 
just to have it out everywhere." It 
needs to make sense with the platform 
and not just be shoehorned in because 
it can. 


Have the headaches of working with 
the Friday the 13th brand been worth 
it in the end? 

Absolutely, but 1 wouldn't 
say that we've had more headaches 
than other studios go through, just 
some different issues that come from 
working on a property that we don't 
own. At the end of the day, we were 
able to make a game based on one of 
the most popular horror franchises, 
one that everyone in the studio loves. 
That makes it worth any headaches. 
We were able to make something cool 
that is part of the Friday the 13th 
universe now. Hopefully in another 30 
years horror fans will talk about Friday 
the 13th: The Game with the same nos- 
talgia we use when talking about 
horror games that we experienced in 
the past. 

We've worked with amazing 
people, met awesome fans and been a 
part of a franchise that is loved all 
over the world. It's been an honor and 
privilege to be a part of the team. 


Would you try to adapt other 
Hollywood properties in future 
projects? 

If we thought it was the 
right time, and the right horror 
property, we would absolutely work on 


another horror adaptation. 


What would be your dream brand to 
get to partner with? 

The "dream brand" part of 
the question is difficult because 
everyone at Gun is a horror nut. If you 
wrote down the names of every horror 
franchise from the '70s through today, 
put them in a bowl and then randomly 
selected one, someone here at Gun 
would probably say, "That's perfect for 
our next project!" and then spend the 
next three hours rattling off the who, 
why and how of making it. Some of the 
best times at the office happen when 
we start playing Trivial Pursuit: Horror 
Movie Edition. Horror is pretty much 
our company culture. Horror is in our 
DNA. 


And back on the Nintendo side of 
things, if Nintendo gave you the 
chance to make a game using any 
one of their famous franchises, 
which would you pick and why? 

For me, it would be Luigi's 
Mansion. An iconic Nintendo character 
in a haunted house? Can you imagine 
what could be done with that from the 


horror aspect? The setup is perfect for 
a brutally terrifying survival horror, 
and with the way Luigi stares at 

people in Mario Kart, you just know he 
has some skeletons in his closet. 
Luigi's Mansion is the correct 
answer, but just for variety's sake, 1! 
say The Legend of Zelda: Majora's 
Mask. That game is genuinely terrify- 
ing, and with today's technology, a 
sequel that really focused on the 
dread of the moon inevitably crashing 
down, the haunting imagery, the eerie 
soundtrack and the terrifying cast of 
characters, a real nightmare of an 
adventure could be made. I'd be all-in. 
I'm hoping Breath of the Wild 2 
embraces these elements. 


And finally, if you could have any 
superpower, what would it be and 
why? 

Flight or teleportation. No 
reason other than | just really hate the 
whole process of airports. 

Definitely teleportation, then I 
could hit up Akihabara in Tokyo, Japan 
for retro gaming goods far more fre- 
quently. 
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4 Castlevania may be catatonic, 


. , butits most iconic creator Is as'active as ever. 
Flip the page to read our full review of Koji Barasi 
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Sword or Whip? 


TO SAY THAT I'd been eagerly 
awaiting the release of Bloodstained: 
Ritual of the Night would be an under- 
statement. Full disclosure: | pledged 
$150 to the Bloodstained Kickstarter 
because Castlevania is one of my all- 
ime favorite franchises and | wanted 
to see longtime series producer Koji 
garashi keep the demon-slaying spirit 
alive in any way possible. He was after 
all taking a page from Keiji Inafune’s 
Mighty No. 9 campaign, which | 
ikewise supported for similar reasons. 

(On a related note, to say that the 
whole Mighty No. 9 "situation" made 
me a touch apprehensive regarding 
Bloodstained’s development would be 
an even bigger understatement.) 

Rather than spend the entirety of 
his review drawing parallels between 
those two projects, I'll save you the 
worry and declare that Bloodstained is 
a bloody good time. How good it is, 
however, depends on which platform 
you're playing. Impressions around the 
web indicate that the PlayStation 4, 
Xbox One and Windows versions look 
and run wonderfully. If you're reading 
this, though, you're likely more inter- 
ested in the Switch port. To be blunt, 
it's rough — but not to the point that 
you can't have fun or appreciate the 
numerous nods to its spiritual prede- 
cessors. 

Did you enjoy Aria of Sorrow, Order 

of Ecclesia or any of the other nonlin- 
ear Igavania escapades? Then congrat- 


505 GAMES 
ARTPLAY, DICO, 
WAYFORWARD & DISRUPTIVE GAMES 
T 


ulations, you know exactly what 


Bloodstained is all about! It cribs liber- 


ally from those titles — particularly 
Symphony of the Night, the game that 
put Iga's name on the map and 
inspired the term "Metroidvania." 
Many monster designs and special 
abilities are direct analogues of 
Castlevania enemies and techniques. 
There's even a vampiric librarian 
named Orlok Dracule, a dead ringer 
for Alucard voiced by none other than 
original Alucard voice actors Robert 
Belgrade and Ryotaro Okiayu for the 
English and Japanese language tracks, 
respectively! 
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Not that this wholesale copy/past- 
ing is a bad thing! It’s precisely what 
we desired when the Kickstarter was 
first announced, after all! Sure, over 
the past couple of decades, Metroid- 
vanias have become all the rage in the 
indie sphere — but few scratch the 
particular itch that only an Igavania 
can! 

This latest tale follows Miriam in 
her quest to dispel the demon castle 
that her friend Gebel has summoned. 
The duo are Shardbinders, humans 
who have been alchemically bound to 
shards of demonic crystals and 
granted immense power. It’s this 
nature that informs the game’s magic 
system — defeated enemies will often 
drop Shards that Miriam will absorb 
by violently jabbing them into her 
abdomen, thereby allowing her to cast 
offensive spells, hurl sub-weapons, 
raise her defense against status 
ailments, summon familiars or 
perform abilities such as inverting 
gravity to walk on ceilings. 


ma ————— 
mise Hair Salon _ Miriam's appearance can be customized 


Magic is cool and all, though your 
primary interaction with foes will be 
through hardcore physical violence. 
You have access to an armory of 
Shoes, Swords, Daggers, Clubs, Great 
Swords, Katanas, Spears, Whips and 
Firearms. Some offer enormous 
boons, like the two-handed Steel 
Lightning that leaves a trail of electric- 
ity for residual damage. Others are 
good for a couple laughs, like the Toy 
Shoes that produce adorable squeaks 
with every step you take. No one 
weapon or weapon class will serve you 
throughout your playthrough on its 
own, so constant experimentation is 
necessary. 

As is tradition in an Igavania, 
Bloodstained abounds in collectibles 
and upgrades. In addition to weapons 
and Shards, there are also garments, 
accessories and raw materials to craft 
further weapons, Shards, garments 
and accessories. You can enhance an 
existing Shard's Rank up to eight times 
with the right materials, or use edible 


ingredients to whip up dishes that 
bestow permanent stat boosts. There's 
also a bestiary to fill, which often 
requires grinding a particular enemy 
for a rare item drop. You'll be forced 
to grind anyway if you want duplicate 
Shards to increase that Shard's Grade 
— an entirely separate stat from the 
aforementioned Rank. And we can't 
forget about quests! Residents of your 
home base of Arvantville village will 
ask you to hunt certain enemies, 
prepare certain meals or donate 
certain mementos in exchange for 
increasingly useful items. 

Scaling this mountain is a fine way 
to extend your stay in this Gothic won- 
derland, for sure. But after receiving 
missions to hunt the game's super 
challenging optional bosses, then 
learning after barely scraping a win 
that they too possess Shards and 
items with low drop rates, demanding 
multiple repeat encounters for the 
mere chance at that elusive loot... at 
that point, you may feel that the side 
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content has overstepped its bounds. 
Talk about straddling a fine line 
between a hoarder's paradise and a 
completionist's nightmare! 

Many of the blemishes that marred 
past Igavanias remain in full force 
here: Long, flat hallways occupied by a 
procession of high-HP monsters in the 
absence of interesting level design. 
Bosses that feel horribly imbalanced 
at the point you're meant to encounter 
them. An overabundance of magic 
spells, the bulk of which serve little 
practical purpose in any situation. Yet 
through it all, the simple gameplay 
loop of carving through waves of 
demons via ever more creative means, 
gaining experience to boost your stats 
then revisiting those same demons 
and crushing them with even greater 
ferocity is just as enticing as it always 
was. 

Adding to Bloodstained's appeal 
are the touches of levity in what would 
otherwise be a dark, foreboding 
campaign. Most of Miriam's equipment 


Purchase 


is visually represented on her in-game 
model, yet not every piece of said 
equipment could be considered 
serious adventuring gear. If you wish 
to storm the castle while wearing a 
long-beaked plague mask, elf ears and 
Santa hat, that's your prerogative! 
There's also a friendly demon barber 
named Todd (here's one for the 
theater geeks!) who is more than 
happy to trim your hair and alter your 
default color scheme for free. Face the 
nightmare hordes while rocking twin- 
tails and blue skin! 

But what gave me the heartiest 
chuckle was the quest-giver Lindsay, a 
distraught survivor of the Arvantville 
massacre who seeks vengeance for 
her family and neighbors. Reading 
down the list of victims are names like 
Lisa, Juste, Sypha, Trevor, Soleiyu . . . 
hey, these are all Castlevania charac- 
ters! When Lindsay pleads, "Help 
Simon rest in peace! Kill those mur- 
derers dead!" all that's missing is for 
Miriam to turn and stare awkwardly 
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into the camera to give players 
enough time to process the outra- 
geously conspicuous commentary! 
(Tell Konami how you really feel, Iga!) 

With all this high praise, however, 
you wouldn't imagine I just finished 
playing a version of Bloodstained: 
Ritual of the Night that publisher 505 
Games admitted is a technical mess in 
need of extensive repair. The Switch 
port arrived a week after the other 
versions — likely because the team 
didn't want players' first impressions 
to be tainted — but /iterally on the day 
of release, an apologetic post was 
uploaded to the Kickstarter page. And 
what did they apologize for? 
Excruciating load times when transi- 
tioning between certain rooms, debili- 
tating slowdown due to incompatible 
visual effects and total game crashes, 
for starters! 

(Also — and this may simply be a 


result of the game 


having to run at a 


lower resolution on Switch compared 


to the other builds 
make out the facia 
Poltergeists, haunt 
sporting the actua 


— you can barely 
features on the 
ed picture frames 
faces of high-level 


Backers. These deep-pocketed fans 
pledged over $1,500 for this honor, so 
to be presented with nigh indiscern- 
ible textures feels like an unfortunate 
slight.) 

At the beginning of August, the 
eam announced that a giant patch 
was in the works to significantly 
improve Switch performance. Though 
we here at Nintendo Force had hoped 
o wait until the patch went live before 
reviewing the game properly, as of this 
writing, we've still not been given an 
ETA. So consider this a review-in- 
progress. Personally, 1 believe 
Bloodstained: Ritual of the Night is a 
fantastic experience even in its 
crippled form, but unless you simply 
can't wait to get your Igavania fix, it 
may be best to hold off until the 
morning sun vanquishes the horrible 
night. — TONY 
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artners in Crimefighting 


CHAINS MAKE FOR great symbol- 
ism. Phrases like "A chain is only as 


strong as its weake 
ball and chain" and 
break these chains 


st link," "The old 
"Together we'll 
of love" just click 


with the human brain, as they are 
metaphors for many human experi- 
ences. Chains can either weigh you 
down or lift you up. They might grant 
you strength or snare you with respon- 


sibility. Made of a s 
parts, chains show 


eries of smaller 
us that when we 


unite together, we can create some- 
thing stronger than the sum of our 
parts — but when we separate, we're 


practically useless. 


These ideas make chains the 
perfect central motif for a fantasy 


game about the po 
than any other civi 


ice. Perhaps more 
servant, law 


enforcement is granted everyday 


powers and obligat 
can only dream of. 
to save lives, or to 

ing on who you ask 
that very real truth 
with a variety of wi 


ions that most of us 
Their job could be 
ake lives, depend- 
. Astral Chain takes 
and expresses it 

d metaphors and 


fantasy trappings. In just the first 20 
minutes you're introduced to a post- 
apocalyptic world, loads of future 
tech, robo-demons from another 
dimension called Chimeras and the 
ability to summon and control a select 
few "good" Chimeras (called Legions) 
at any time. Later, you can use Legions 
to jump through that other dimension 
to eavesdrop on drug dealers before 
snaring them in laser cuffs, then look 
for clues in "The Case of the Giant 
Handprint on the Street." (Hint: The 
monster with giant hands did it). 
Fitting to its name, Astral Chain is 
really four or five different kinds of 
games tethered together. At least on 
paper. In practice, it can feel scat- 
tered, as it strives to appeal to Switch 
owners from as many angles as 
possible. The heroes of Astral Chain 
lead lives of constant transformation, 
casually solving detective cases one 
minute, fighting giant murderous 
shapeshifters the next. Originally, the 
game was planned to be something 
more like Pokémon, with a variety of 
different monsters to catch. By the 
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end, the number of Legions at your 
disposal is relatively small, but staying 
true to those Poké-roots, they can all 
level up in fantastic ways. At times you 
may feel like the star of the show, 
dodging attacks with perfect timing to 
score instant counterattacks with your 
combination Baton/Sword/Machine 
Gun. More often, though, your Legions 
take the spotlight, doing the bulk of 
the big damage as you direct them like 
the conductor of a god-like symphony 
of destruction. Then, when they're 
done, it's time to head back to the 
station for small talk with other cyber 
сор, grab an energy drink from a 
talking vending machine and scrub 
your mythical, mechanical Legion 
down like it's a Nintendog. 

That's the majority of the game's 
flow in a nutshell: Futz around the 
precinct, head out for some largely 
non-violent police work, jump into 
Platinum-style wall-to-wall action set- 
pieces, repeat. The one tie that binds 
throughout all these situations is the 
cops themselves. They're saints, on 
and off the crime scene. Their guns 


only work against certified evil crea- 
tures, and if they commit even the 
slightest unkindness (like knock over 
some trash on the street) they imme- 
diately lose points toward their next 
promotion. This kind of silly video 
game logic is soaked into every pore 
of Astral Chain. Lappy, your office's 
mascot, appears frequently in the 
station bits, adding some creepy-but- 
adorable comedy to the mix. Terrifying 
enemies get cartoon dizzy stars above 
their heads after you knock them 
around enough. The toilet ghost from 
Majora's Mask is here. The list goes on. 

Most of the goofy stuff comes off 
like a palate cleanser after the tense 
combat, but if you want to, you can 
make the whole game a low-impact 
affair. In Unchained Mode, you have 
infinite lives, and the Legions pretty 
much do all the hard work for you. 
There's also a co-op mode, which com- 
pletely does away with the mechanics 
of controlling your character and your 
Legion simultaneously. 

Both options present the same 


problem. You may choose either one 
thinking it will be breezy and fun, but 
before long, it's a bore. Maybe such a 
bore that you give up on the game 
before you try the other, much more 
satisfying difficulties! Maybe worse, if 
you do switch to a tougher mode, you 
may be totally stumped. The game has 
many, many gameplay systems 
(drawing a line across the screen to 
slash through enemy attacks, slowing 
time, slingshotting yourself or your 
Legion across the sky, using your 
computer eye to scan for secrets, etc.) 
that you may need to use in the heat 
of battle. If you don't have all those 
tricks down when playing on the hard 
or hardest settings, you'll get your 
butt kicked. In this way, the easier 
modes are actually a dis- 
service to your learning, 
hampering your poten- 
tial for maximum fun. 

The accessibility vs. 
challenge trap hasn't 
always been a problem for 
Platinum. Back when they were 
called Clover Studios, they put out 
a game called Viewtiful Joe that 


gently taught you everything you 
needed to know about how to play the 
game at its highest skill level. Astral 
Chain comes nowhere near Joe's level 
of elegant-but-firm instruction. Rather, 
it plays it safe, allowing players to 
either go through most of the game 
without truly mastering it, or forcing 
them to learn most of its harder 


lessons on their own, depending on 
which difficulty mode they choose and 
when they choose it. It makes for a 
beautiful experience that nearly 
everyone can dip their toes into, but 
only a fraction will see its full depth. 
There are a few other places where 
the game refrains from risk. The char- 
acter designs are slick but safe. Like a 
well-pressed uniform, they serve their 
purpose without saying anything in 
particular. The story is also a bit rote. 
It's the year 2078, and your silent pro- 
tagonist has just joined Neuron, a 
special branch of the world police 
tasked to protect the dwindling human 
race from extinction. Your fraternal 
twin (brother or sister, depending on 
which avatar you pick at the start) and 
your father are on the squad as well, 
and it doesn't take long before losses 
set in, loyalties are tested and 
corruption (both moral and 
metaphysical) is exposed. 
There are a few fresh 


plot points here and there, but most of 
the game's narrative and visual 
themes seem to be lifted directly from 
various anime sources. And that's OK. 
Not everything was designed to push 
you emotionally. Sometimes all you 
want after a tough day is to cuddle up 
to a concoction of your favorite over- 
dramatic anime power fantasies. It's 
comfort food for otaku. 

Just don't go into Astral Chain 
expecting something as inspired and 
sophisticated as Platinum/Clover's 
best. This one is more of a crowd- 
pleaser than a game-changer. When it 
comes to variety, it goes above and 
beyond the call of duty, but if you 
"play it wrong," it might all fall apart. 

— JONATHAN 
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ASK THE 
FORCE 


HAVE YOU EVER BEEN 
SO SPOOKED BY A 
GAME THAT YOU 
STOPPED PLAYING IT 
FOR ALONG TIME? 


TONY 
Jaws may not have made 
me nervous of open water, 
but Ecco the Dolphin sure 
did! 


MATTHEW L. 
Metroid Fusion, the SA-X. 
Terror incarnate. The fact 
that you can't fight back 

and can only flee really 
helps create the sense 
that you're a lone 
underdog. That's probably 
why | had to put it down 
for over a year before | 
could come back and 
actually finish it! 


“ер? 


ВЕВЕССА 

| accidentally triggered the 

"nuclear meltdown" bad 
ending in Maniac Mansion 
once. That combined with 
the fact that I'd also seen 

a nuclear meltdown 
disaster in The Swarm 

made me not rent it again. 


LINDSEY 
| don't know about 
"scared," but the limited 
saves in classic Resident 
Evil games made me so 
tense that | used to take 
significant breaks between 
Saves. It's one of the 
reasons why I love the 
series! 


ООЗ 


BRETT 
The bugs you could barely 
see — let alone kill — in the 
original Turok gave me a 
big nope. Their scuttling 
and noises just creeped 
me out. 


P. E 
3 Ball(s) Challenge 
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Chosen side: Light side 
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‘>| Link your Nintendo Account 


-STAR. 
WARS 
PIMBALL 


E 


Welcome to Star Wars™ Pinball! 


In order to access the leaderboards and Star Wars™ Pinball's 


Quick 


online functionality on the Zen Server you have to link your 


Nintendo Account to a Zen Account. You can change your 
decision anutime later in the game options. 


| Q Link accounts 


Play random! 


| 


Variety & Verticali 


NEVER BEFORE HAS my 
enjoyment of a video game been so 
diminished by a relentlessly persistent 
pop-up ad. 

It appears instantly on your first 
activation of the game — a simple note 
informing you that you need to link a 
Nintendo Account and a Zen Account 
together in order to enjoy the full suite 
of online functionality that Star Wars 
Pinball has to offer. | declined. | just 
wanted to jump right into the action. 
The pop-up disappeared at my selec- 
tion of "No thanks," 1 moved on to the 
next menu ... and the same pop-up 
popped up again. | declined again. 

Then a third time. Then a fourth. I 
get it! | understand that | should make 
a Zen Account! But I don't want to. | just 
want to play pinball. 

I finally got into a round of actual 
gameplay, enjoyed myself for a few 
minutes there, then ended up back at 
the menu screen after my Game Over. 

Guess who was there to greet me? 

I’ve spent more time dismissing this 
same pop-up ad than I have playing the 
game of pinball in Star Wars Pinball. 
Take no for an answer, Zen. You're 
killing me over here. 


ZEN STUDIOS E10+ 


If you're able to ignore the most 
insanely in-your-face recurring notifica- 
tion in the history of video games (or if 
you relent and actually do what it asks), 
the actual game of Star Wars Pinball is 
wonderful. the designers at Zen Studios 
have perfected the craft of creating 
virtual pinball tables that play and feel 
like the real physical deal . . . until they 
surprise you with over-the-top anima- 
tions, special effects and minigames 
that would never be possible in the side 
room arcade at your local bowling alley. 
Prior to this release I'd played several 
Zen pinball tables in older forms, but I'd 
only just dabbled in their Star Wars 
content and never tried any of Zen's 
output on the Switch before. The com- 
bination of all those elements — Zen's 
design work, the Star Wars license and 
the Switch hardware itself — feels like 
it's tapping into the power of the Force! 

Variety is the strength that the Star 
Wars brand brings here, as there are 19 
different tables, each one adapting its 
own portion of that galaxy far, far away. 
There are tables representing individual 
films, from the old classics to the new 
releases like The Last Jedi and Solo, as 
well as some that fixate on specific 
characters, like Lando Calrissian. The 
way each one taps perfectly into the 
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Cantina Jukebox 
tracks: 1/9 


League Play 


nostalgia pervading each piece of the 
property is superb. 

Even better, though? The verticality 
of each table, and the Switch-specific 
option to rotate the display 90 degrees 
into TATE mode, giving you a perfect 
portable pinball table in your hands! 
The designers had Fangamer's Flip Grip 
accessory specifically in mind when 
making this mode, and the fusion of 
that peripheral with this style of pinball 
is extraordinary. I'm still mostly a TV 
Mode, sit-on-the-couch kind of Switch 
player, but for Star Wars Pinball it's all 
Flip Grip + vertical display mode for me. 

With Episode IX of the saga fast 
approaching, you may be getting back 
into the mood to revisit the Jedi, the 
Sith and the scruffy-looking nerf 
herders you've come to know and love 
over the past several decades. Star 
Wars Pinball is the perfect place to get 
your hype kicked back into hyperdrive! 
Just, seriously, be warned that the pop- 
ups here are aggressively annoying, 
and that IN ORDER TO ACCESS THE 
LEADERBOARDS AND STAR WARS 
PINBALL'S ONLINE FUNCTIONALITY ON 
THE ZEN SERVER YOU HAVE TO LINK 
YOUR NINTENDO ACCOUNT TO A ZEN 
ACCOUNT. — LUCAS 


Another 


SOMETIMES PEOPLE JUST like the 
"other guy" more. 

Take Nintendo, for instance. While 
Mario is the face of the company, 
spread across a multitude of genres 
and playstyles, some people just like 
Link more — for them, The Legend of 
Zelda is the top of the Nintendo tier. 

A similar case could be made with 
Crash Bandicoot, who served a term 
as the de facto mascot for Sony's 
original PlayStation console. While 
Crash rose to fame standing outside of 
Nintendo of America headquarters, 
taunting Mario with a bullhorn, | found 
myself a little more drawn to a dragon 
named Spyro. 

Yet, outside of a demo disc, | never 
really got around to playing any of the 
games in Spyro's trilogy . . . or his 


second trilogy . . . or most of the 
games that came in between. No par- 
ticular reason — the stars just never 
really aligned. Over the last decade, 
though, I fell in with the Skylanders 
series — but even then, I never quite 
understood why this series of Toys to 
Life games didn't seem to sate the sal- 
ivation of Spyro fans. You could still 
play as Spyro, after all! His name was 
even in the title of the original! 

But now, with the release of Spyro 
Reignited Trilogy on the Nintendo 
Switch in 2019? I finally get it. 

Whereas Crash Bandicoot is a 
Sonic-inspired Point A to B-styled plat- 
former with some light exploration 
elements, Spyro instead borrows more 
from the sandbox school of design 
that informed Super Mario 64, 


Masterful Remaster 


numerous Rare ventures and others. 
"Freedom" and "exploration" are the 
words of the day here in the Dragon 
Kingdom, as you venture through 
various hub worlds that use portals to 
link to further lands to explore. 

Along the way, you're given 
numerous tasks, which more or less 
amount to a multifaceted collecta- 
thon. In order to progress from World 
A to World B, for example, you'll need 
to have found/rescued a certain 
number of MacGuffin A, whereas pro- 
ceeding from World B to C will require 
a certain number of MacGuffin B 
(which you've likely already been col- 
lecting) and so on. The sequels shake 
things up by structuring things just a 
little bit differently, with worlds and 
their respective denizens flavoring the 
tasks in various ways, but the overall 
gist largely boils down to the same 
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core concept. 

Controlling Spyro is for the most 
part both pleasant and unique. His 
core abilities allow him to ram 
enemies, torch them with fire breath, 
roll to the side to dodge and glide 
around (while actually flying in some 
special stages). New abilities like 
climbing and swimming are learned in 
the sequel, and the third game even 
puts you in control of new characters 
altogether for various portions. 

Speaking of those new characters, 
the graphics in the game have been 
brought up to modern standards, and 
for a number of characters, that 
includes redesigns. Sheila, for 
instance, was about as generic a 
cartoon kangaroo as you could get in 
her original appearance, but is now 
much more distinct. | would also be 
remiss in not talking about the music, 
and how it reflects the overall atmo- 
sphere of the game. Most of the tunes 
have an upbeat, yet sort of relaxing 
feel to them, which fits the gameplay. 

Not everything is perfect, but griev- 
ances are fairly minor. Load times 
tend to be on the lengthy side (usually 
in excess of 20 seconds), but only tend 
to pop up when you're either starting 
up the game or loading a new world. 
More annoying is the camera, which 
tends to be zoomed in a little too close 
for my comfort, which can make hit- 
and-run tactics tough to pull off some- 
times, but this rarely had any serious 
effect on me. 

Spyro Reignited Trilogy is a title 
that seems good for beginners, while 
still offering seasoned players plenty 
to do. While those who wish to be 
tested will find portions that will do 
just that, much of what's here offers 
plenty to do without being stressful, 
resulting in a game that manages to 
feel chill, yet still engaging. — DAVID 
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ГМ FORTUNATE ENOUGH to have 
played nearly every important mech 
game since the dawn of interactive 
robot fiction. Remember G-Nome? 
Neither does 99% of the general 
gaming populace, but it was one of the 
only mech games at the time that let 
you operate outside of your suit. 
Naturally MechWarrior helped grow 
the genre, Zone of the Enders helped 
legitimize it beyond the simulation- 
heavy days of old, Steel Battalion had 
a wacky novelty controller (that 
actually worked!) and games like 
Chromehounds assisted in catapulting 
the genre back into the modern spot- 
light. 

Even today mech games are alive 
and well, with a good mix of simmy 


romps like BattleTech and, now, more 
action-focused adventures like 
Daemon X Machina. While Marvelous’ 
latest Switch project might not end up 
having as long of a lasting legacy as 
some of the others mentioned above, 
it distills some of the characteristics 
that made them special. 

Daemon X Machina is a seemingly- 
overwhelming-but-actually-quite- 
action-centric game from Marvelous, 
perhaps best known for publishing 
franchises like Rune Factory and 
Senran Kagura (both of which are now 
on Switch). If you look at a single 
screen it might seem like there's a 
whole lot to take in, but your fears are 
unfounded, as Daemon X Machina is a 
fast and furious game at heart. 
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With the help of your Zordon-esque 
АЛ, commander, you're part of an elite 
squad that fights Immortals, "a new 
form of life," similar to Ultron in the 
Marvel universe. You better believe 
pseudo-religious imagery is scattered 
throughout (Zeus is even name- 
dropped early on), and the characters 
range from bombastic to absurd, with 
no real room for nuance in between. 
While the create-a-character concept 
has a decent amount of aesthetic 
options, the fact is it also means you 
aren't as directly involved with the 
story as a named character would be. 

Instead, you're kind of along for the 
ride as the narrative occasionally 
unfolds around you, which isn't neces- 
sarily a problem for a lot of people. 
Even as a mech and action vet, when I 
looked at the control layout for 
Daemon X Machina, it seemed a bit 
overwhelming at first. Every... single 
... button does something, from 
swapping weapons with individual 
D-Pad motions to descending with a 


press of the left analog stick. Terms 
like "Mirage" and "Femto" are thrown 
about without a second thought (more 
on that in a moment). 

But over time, you get used to it, 
mostly thanks to the bright and 
cartoony style that helps eliminate 
any sense of grit or obtuseness there 
might be lurking underneath. "Style" 
really is the perfect way to describe 
Daemon X Machina too, as the anima- 
tions have the makings of a great 
character action game. Your mech 
skates along the ground as you move 
and its legs hang behind it when 
boosting. | half expected it to do the 
"Naruto run!" 

But pieces of that sharp veneer 
start to slowly cake off. The hub feels 
like it’s trying to be quirky, but it’s 
hollow. There's a dog there for some 
reason, plus a few oddities like an ice 
cream sign (that eventually turns into 
a Monster Hunter-esque food bonus 
drop) that feel half-baked at best. In 
reality, you’re going to want to mash 
that confirm button to get into the 
actual game as often as possible. And 
you have options! Like Fire Emblem 
you can choose to take the critical 
(story) path or engage in free missions 
whenever to acquire more gear and 
cash. Speaking of, you can kit out your 
creation, paint and customize your 
mech (as well as your pilot), and even 
test out your loadout instantly. 

Daemon X Machina is so fun to play 
in general that zooming around can 
really cut through some of the slower 
parts of the campaign. You have full 
freedom of movement with flying, 
which really opens up the level design, 
and the simultaneous left and right 
weaponry gimmick (and shoulder, and 
auxiliary) is smooth. Femto works as a 
magic system of sorts, allowing you to 
shift forms to favor offense, defense 


NINTENDO 
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or movement — but the coolest power 
is creating a double of yourself (see, I 
told you Га get to the Mirage bit). Oh, 
and you can pop out of your mech! It 

all comes full-circle. 

The flow is a lot like an EDF game 
or a Monster Hunter entry. You head 
into a mission, usually with the brawl- 
like objective of destroying everything 
in medium-sized sandboxes, and have 
at it. Interestingly there are a few rare 
break-off points that let missions 
diverge, just like Star Fox, which help 
build up the game's character. 
Perimeter gates (or as I call them, 
golden curtains) ensure that you can't 
explore too much, but the zones are 
big enough to stretch out. 


This sounds great when I'm explain- 
ing it, right? Well, there are a few 
caveats. Daemon X Machina is a bit 
dodgy from time to time when it 
comes to performance (I said 
a bit!), and the issue I 
noticed most often was 
occasional stuttering 
when there was a lot 
happening on-screen. I 
played it in both docked 
and portable mode for 
this assessment and found 
it to be mostly fine, alleviated 
by the lack of finesse required for 
most missions. 

This is where the cartoonish theme 
hurts it in an attempt to cover up 


some blemishes. Destroying enemies 
has no discernible impact when 
almost all of them explode into a puff 
of tiny smoke. The A.I. also just 
isn't there most of the time, 
with many enemies 
content with rummaging 
around the screen with 
no presence (even 
some bosses!), existing 
merely as fodder. 
Daemon X Machina's U.I. 
is extremely busy by 
default, so good thing you 
can fully customize it (like an 
MMO, moving bits about and changing 
their size — it's that extensive). 
If you're up for the task, you can 


play co-op either online or locally (if 
you have multiple Switches), which 
eschews the А.І. companions for real 
ones who can revive you if you go 
down. It feels like a side adventure 
more than anything, or something 
you'd want to do with a dedicated 
group. Daemon X Machina, for the 
most part, is a grind-it-out solo affair. 
Daemon X Machina has a lot of per- 
sonality when it comes to moment-to- 
moment action, but everything else 
sometimes feels like an afterthought, 
so you'll really have to already be pre- 
disposed to mech action before diving 
in. But for that special type of person, 
there's a whole world of numbers and 
loadouts to get lost іп. - CHRIS 
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Celebra Dia de Muertos con Juan y Tostada 


THE DAY OF the Dead is a Mexican 
holiday designed to honor our connec- 
tion to the spirits of loved ones we've 
lost. Brightly colored sugar skulls, 
skeleton ladies wearing colorful 
dresses and various spooky-but-sweet 
costumes are just a few parts of the 
celebration. Mexico also happens to be 
home to Santo, a masked luchador 
wrestler who fought Martians, demons 
and the undead in a series of films 
that spans five decades. Guacamelee! 
is what you get when you mix all these 
tastes into one (minus the Martians, 
unfortunately), and it's just as deli- 
cious now as it was when the series 
first launched in 2013. 

Starring Juan — an out-of-shape 
villager turned blue-masked super- 
hero — and his mummified co-op com- 
panion Tostada, the Guacamelee! 


games combine the clear, iconic art 
direction of American cartoons like 
Justice League Unlimited, the combo- 
rewarding monster room structure of 
the GameCube's Viewtiful Joe series 
and some of the nimble-thumbed 
twitch-platforming you'll find in the 
toughest Mario Maker levels. 

We reviewed Guacamelee! here in 
NF in the past — awarding its Wii U 
eShop release a lofty 9.5 in Issue #10 
over five years ago — and its sequel is 
extremely similar, so | won't go into 
too much detail here retreading the 
content of the games themselves. But 
rest assured they are among the best 
the Metroidvania genre has to offer! 
With large interconnected worlds, a 
bright and bountiful bestiary of 
baddies and bosses and multiple char- 
acter skins and secrets to find, these 
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are two heavyweights of the genre. 

Just don't go into them looking for 
a straight Metroidvania experience. 
While there is plenty of exploring to be 
done here, and new attacks to unlock 
that also work as methods to make 
your way through new parts of each 
game's maze-like layout, action is the 
real star of the show here. Pulling off 
punches, kicks and wrestling moves on 
hordes of festive skeletal minions, 
then switching from the light world to 
the dark world mid-jump, then trans- 
forming into a chicken to platform 
toward a hard-to-reach space... 
that’s what Guacamelee! is really all 
about, and there’s nothing else in 
gaming quite like it. 

That’s why Dan Adelman, formerly 
of Nintendo, took it upon himself to 
team with Drinkbox Studios to reissue 


both games at retail. We interviewed 
Dan back in 2015 when he was 
working with Tom Happ on bringing 
indie hit Axiom Verge to retail, with 
the majority of the proceeds set to go 
to Tom’s disabled son. Their publisher 
ended up taking thousands of dollars 
from Tom and Dan while never pro- 
ducing anything, which forced Dan to 
learn how to have Switch cartridges, 
instruction booklets and packed-in 
posters produced and distributed to 
brick-and-mortar stores on his own. 
Now that he’s acquired those skills, 
he’s applying them to a select number 
of other titles, with this Guacamelee! 
collection being his latest. It comes 
complete with download codes for 
both of the games’ soundtracks, all 
their DLC, a two-sided "Where's Juan" 
mini-poster and a detailed instruction 
booklet containing character profiles, 
achievement lists and behind-the- 
scenes production art. Dan’s dog even 
makes an appearance! It’s as complete 
a package as anyone could ask for. 
With no Guacamelee! 3 (Guaca- 
threelee?) currently in sight, fans can 
pick up this collection knowing that it’s 
everything the series currently has to 
offer. When it comes to family-friendly 
monster mashing, it doesn’t get much 
better than this. - JONATHAN 
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Paw Patrol: On a Roll 8.5 Lucas #37 
TITLE SCORE REVIEWER ISSUE Pokémon: Let's Go, Pikachu! SCORE REVIEWER ISSUE 
& Let's Go, Eevee! 8.5 Lucas #37 
Batman: The Telltale Series 8.0 Lucas #32 Pokkén Tournament DX 8.5 Jonathan #30 Culdcept Revolt 8.0 Rebecca #30 
Bayonetta 9.0 Daan #32 Rayman Legends: Definitive Detective Pikachu 70 Rebecca #33 
Bayonetta 2 9.0 Daan #32 Edition 70 Kevin C. #30 Etrian Odyssey Nexus 8.5 Nadia #39 
Blade Strangers 7.0 Jonathan #36 Resident Evil Revelations 8.0 Jonathan #31 Etrian Odyssey V: Beyond 
Captain Toad: Treasure Resident Evil Revelations 2 8.5 Jonathan #31 the Myth 6.5 Nea #31 
Тгаскег 75 Neal #35 RIME 7.0 Lucas #33 Fire Emblem Warriors 75 Lucas #30 
Crash Bandicoot N. Sane Runner3 8.0 КемїпС. #34 Kirby Battle Royale 6.0 Mark #31 
Trilogy 7.5 David #35 Scribblenauts Mega Pack 75 David #37 Kirby's Extra Epic Yarn 75 Nea #39 
Crash Team Racing: Nitro- Scribblenauts Showdown 75 David #33 Layton's Mystery Journey: 
Fueled 8.0 David #41 Sega Genesis Classics 8.5 Brett #38 Katrielle and the 
Crystal Crisis 9.0 Jonathan #40 Shantae: Half-Genie Hero — Millionaires' Conspiracy 75 Chris #31 
Dark Souls: Remastered 8.0 Chris #37 Ultimate Edition 8.0 Tony #34 Luigi's Mansion 8.0 Nea #36 
Diablo Ill: Eternal Collection 9.0 Nadia #37 Shining Resonance Refrain 70 Neal #36 Mario & Luigi: Bowser's 
Dragon Ball Fighterz 8.0 Tony #36 SNK 40th Anniversary Inside Story + Bowser 
Dragon Ball Xenoverse 2 8.0 Tony #30 Collection 8.5 Thor #38 Jr.'s Journey 9.0 Nea #38 
Dragon Quest Builders 9.0 Lucas #32 Sonic Forces 75 David #31 Mario & Luigi: Superstar 
Dragon Quest Builders 2 90  Shese #41 Sonic Mania Plus 9.0 Tony #35 Saga + Bowser's Minions 8.5 KevinK. #30 
Dreamworks Dragons: Dawn Starlink: Battle for Atlas 8.5 David #37 Mario Party: The Top 100 6.0 Daan #31 
of New Riders 75 David #39 Street Fighter 30th Metroid: Samus Returns 9.0 Matthew T. 430 
Donkey Kong Country: Anniversary Collection 8.5 Jonathan #34 Minecraft: New Nintendo 
Tropical Freeze 9.5 David #34 Super Dragon Ball Heroes: 3DS Edition 5.5 Chris #31 
DOOM 8.0 Tony #33 World Mission 6.0 Tony #40 Monster Hunter Stories 8.5 Lucas #31 
Fire Emblem: Three Houses 9.5 Lucas #41 Super Mario Maker 2 10 Tony #41 Persona Q2: New Cinema 
Fire Emblem Warriors 8.0 Daan #30 Super Mario Odyssey 9.5 Lucas #31 Labyrinth 8.0 Matthew L. #40 
Fitness Boxing 5.5 Chris #38 Super Mario Party 9.0 Lucas #36 Pokemon Ultra Moon 9.0 Thor #31 
Hyrule Warriors: Definitive Super Smash Bros. Ultimate 10 Lucas #37 Pokémon Ultra Sun 8.5 Rebecca #31 
Edition 75 Neal #34 Sushi Striker: The Way of Radiant Historia: Perfect 
Ittle Dew 2+ 8.0 Lucas #32 Sushido 75 Rebecca #34 Chronology 8.0 Thor #33 
Katamari Damacy REROLL 9.5 Tony #38 Team Sonic Racing 8.5 David #41 The Alliance Alive 5.5 Neal #33 
Kirby Star Allies 70 Brett #33 The Elder Scrolls V: Skyrim 9.0 Neal #31 WarioWare Gold 8.5 Thor #35 
L.A. Noire 8.0 Kevin С. #31 The End is Nigh 8.5 Jonathan #31 Yo-kai Watch 2: Psychic 
LEGO DC Super-Villains 8.0 Thor #38 The LEGO Ninjago Movie Specters 6.5 Lucas #30 
LEGO Marvel Super Heroes2 7.5 David #32 Video Game 8.0 David #31 Yo-kai Watch 3 8.5 Lucas #39 
LEGO Worlds 75 David #30 The World Ends With You: Yo-kai Watch Blasters: Red 
Little Dragons Café 70 Rebecca #36 Final Remix 6.5 Rebecca #37 Cat Corps & White Dog 
Mario * Rabbids Kingdom Tiny Barbarian DX 8.5 Robert #31 Squad 6.5 Lucas #37 
Battle 8.5 David #30 Travis Strikes Again: No 
Mario Tennis Aces 6.5 Lucas #35 More Heroes 8.0 Jonathan #38 
Marvel Ultimate Alliance 3: Valkyria Chronicles 4 8.5 Neal #36 
The Black Order 7.0 Brett #41 Wolfenstein Il: The New 
Mega Man 11 1/13 David #36 Colossus 8.5 Neal #35 
Mega Man Legacy Collection 9.0 Neal #34 Wolfenstein: Youngblood 7.0 Chris #41 REVI EW REM | N DER 
Mega Man Legacy WWE 2K18 3.0 Lucas #32 LU IGI'S MANSION 
Collection 2 70 Neal #34 Xenoblade Chronicles 2 8.0 Kevin K. #32 
Mega Man X Legacy Xenoblade Chronicles 2: IT'S ONLY BEEN a year since its release on the 3DS 
Collection 9.5 Jonathan #35 Torna ~ The Golden last October, but the portable remake of Luigi's first 
Mega Man X Legacy Country 8.5  KevinK. #36 ghostbusting adventure flew fairly far under the 
Collection 2 70 Jonathan #35 Yonder: The Cloud Catcher radar — so here's a reminder! 
Monster Boy and the Cursed Chronicles 70 Neal #35 _ Neal took charge of putting the plumber through 
Kingdom 8.5 David #38 Yoshi's Crafted World 75 Lucas #39 his paces hunting poltergeists, saying,’ l've long had 
Monster Hunter Generations Ys Vill: Lacrimosa of DANA 9.5 Lucas #36 еше аса 
: 1 i р great way to play the game now." The chief complaint 
ultimate 75  KevinK. #37 he had focused on the game's controls. "They just 
Moonlighter 8.0 Lucas 439 don't feel as comfortable as they did on GameCube, 
My Time at Portia 5.5 Chris #40 and since the game wasn't initially made for 305, 


Namco Museum Arcade Pac 70 Brett #38 
New Super Mario Bros. U 


they feel more compromised than the good controls 
of Dark Moon. Multiple methods are available, includ- 


Deluxe 8.0 Lucas 438 ing one that focuses more on strafing, but all of them 
Nickelodeon Kart Racers 5.0 David #37 require motion controls to some degree, which 
; 1 n " 
Nintendo Labo Robot Kit 75 Lucas #34 always feels a tiny bit awkward. 


If you can adjust to the awkwardness, you can 
enjoy a goofy addition to the remake: Gooigi! In a bit 
of a meta move related to the development of Luigi's 
Mansion 3, where Gooigi is "first" introduced, he was 
"sent back in time" to appear in the 2018 game. 
That's some pure, funky Nintendo-brand quirkiness, 
and ЇЇ applaud them for it. 

If you're still gaming on your 3DS, consider firing 
up Mansion 1 before Mansion 3 arrives! — LUCAS 


Nintendo Labo Variety Kit 8.5 Lucas #34 
Nintendo Labo Vehicle Kit 8.5 Lucas #36 
Nintendo Labo VR Kit 9.0 Lucas #40 
Octopath Traveler 8.5 Brett #35 
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No, Nor THAT SiMON. А DIFFERENT ONE. 


A chat with the creator who's putting his own spin on a familiar series. 


THE CASTLEVANIA SERIES has existed in a state 
between life and death for years now, but thank- 
fully, we have adventures in the same vein like 
Bloodstained, and now Simon Quest, to sink our 
teeth into instead. Modeled after Castlevania II, the 
game stars an up-and-coming vampire hunter 
named, yes, "Simon Quest" who can kick mid-air 
axes right into skeleton's faces, pet puppies and 
pull off tons of other tricks that the Belmonts could 
only dream of. We caught up with Programancer, 
he game's creator, to get the inside scoop! 


NF: How did you learn how to make your own 
video games? 

^?ROGRAMANCER: I started becoming interested 
in game development when Duke Nukem 3D was 
released — the Build engine was fascinating to me. 
'd spend hours making levels and modifying .con 
iles to change the game how I saw fit. 

A few years later my brother showed me a little- 
known program called Game Maker, and | was 
hooked! It wasn't anything fantastic, and you 
couldn't really release something significant at the 
time, but as the years went on Game Maker started 
becoming a much more competent game develop- 
ment suite. 

I spent most of my high school years on a Zelda 
Fan Game development forum making little tech 
demos and scripts to try to replicate some of my 
favorite games, and the process just started to sink 
in. That forum is also where | met my roommate 
and project artist, Jordan, nearly 16 years ago! I'd 
advise anybody interested in game development to 
find a supportive community and just try to repli- 
cate some existing game engines in your spare time 
to learn how it all works! It will teach you a lot. 
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What are some of your favorite games and game 
developers? 

| think it goes without saying that Konami is one of 
my favorite developers. Series like Metal Gear Solid 
and Castlevania really left an impact on me! 
Outside of Konami, some of my favorite (and most 
inspiring) games are Blaster Master, Journey to 
Silius, Mega Man and Metroid. 1 also have a really 
big soft spot for developers who make passion 
projects inspired by their childhoods that capture 
the same types of memories, without being a 
carbon copy. Axiom Verge, for example, is probably 
the best game to come out of 2015 in my opinion. 


Out of all the games in the Castlevania series, 
why did you choose Simon's Quest for the parody/ 
tribute treatment? 

| have so much love for NES games that felt greater 
than the sum of their parts, and Simon's Quest 
feels like it has the most potential with the worst 
execution. The game has a really powerful doomed- 
but-lived-in atmosphere, but the meta is what 
makes the game special! You play the game, get 
hints and clues from NPCs, but they're not enough 
— you have to step back, look at guides, talk with 
friends playing too and figure out where to go 
together. Sometimes you'll get fake secrets too! It's 
all part of the magic. That's something that | want 
to capture. Simon's Quest also seems to have this 
huge nostalgic resurgence at the moment, and 
while | don't steal men's souls, | do wish to pay it 
tribute. 


What do you think of Konami's own parody/ 
tributes to various Hollywood stars (Boris Karloff 
in Castlevania, Kurt Russell in Metal Gear Solid, 


Stallone and Schwarzenegger in Contra)? Do you 
think it would be hypocritical of them to come 
after you with a lawsuit given their own history of 
light copyright infringement? 

I think it shows that they also have quite a bit of 
love for those things, and I think when you're in a 
creative field you need to draw from things you 
enjoy. Most of early Castlevania is borrowed from 
material they didn't make, and there's probably 
less original content in those games than things 
they borrowed, but... they do it well. They took a 
lot of familiar things and made something new out 
of them, and they showed a lot of love for the 
source material. 

In terms of a cease and desist order — I'm opti- 
mistic about the project! 1 realize the game may 
look similar at first glance, but really that's just on 
the surface. The name itself is a not-so-subtle jab at 
"Simon's Quest" (hopefully bringing the staff roll in 
the first Castlevania to mind with the name refer- 
ences), but outside of the name there's not much 
that could be considered a problem by Konami. I'm 
no legal expert though! All | can really do is 
continue to work on the game and hope there won't 
be any C&D/legal barriers in the future. I'm certain 
we can work things out if there are any issues. 

On the absolutely unrealistic flipside, if they 
approached me to make this a Castlevania title, it'd 
probably disappoint hardcore fans! It's not going to 
be quite as similar as it appears. 


While Simon Quest has a lot of surface level simi- 
larities to Castlevania II, it actually reminds me 
more of Symphony of the Night in a lot of ways, in 
that it feels alive with creativity, with tons of 
little touches that don't serve a traditional 
gameplay "purpose," and were instead instilled 


L¥L-16 ITEM 


|__| 


기기 | 


-BRAM MANSION- 


for reasons of pure fun. What are some of the ТШ 
ways you've worked to push the envelope on what 
a whip-cracking vampire hunter can do? | n 1 11 || 
I think the Symphony comparison is probably spot- ! HIE E 
on. One thing about that game is that there are a 

ton of little things that it never tells you about. You 
just accidentally do it, and then you know about it. 


Giving players things to talk about and spread 


rumors about is just something I love when it 
comes to designing a game. I have Simon sliding, 
punching, drinking, fishing, shoveling, pushing and 
all sorts of things that just aren't expected from a 
game that looks like an old hardcore NES game! 


What are some other ways you've worked to 
evolve the classic Castlevania formula into some- 
thing familiar yet surprising? 

Actually... a dirty little secret with the process is 
that I’m making the game with the same type of 
design philosophy as Link's Awakening. There are 
minigames, utility items, fetchquests, etc., that can 
work toward your goal of getting into the mansions 
and dungeons. The actual mansion levels should 
feel familiar, because I’ve designed them to be 
beaten without needing any of the progression 
items you acquire. They're in a bubble from the rest 
of the game, and they feel like a milestone — 
they're the most ClassicVania aspect of the game. 
When you're outside of one, however, you have a 
whole gamut of secrets and mysteries you can 
discover! 


What are the pros and cons to putting so many 
original ideas into a game with a name that's so 
close to an infamous title like Simon's Quest? 
The hardest part is making the joke obvious 
without having to explain it. When | demonstrated 
this game at ConBravo in July, about 7596 of people 
that tried the game thought it was a remake of 
Simon's Quest until they started diving deeper into 
it, but the 2596 that got it immediately seemed to 
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really appreciate and understand what I'm going 
for. While 1 don't think the game is for everyone, | 
am confident that while some may dismiss it at first 
glance, they'll eventually see a video of someone 
slide-kicking an axe into a zombie's head and say, 
"Oh, that's pretty neat!" 


What was the turning point that led you to decide 
to quit your full-time job to spend more time on 
creating Simon Quest? 

I'd like to say it's because I think | have something 
with Simon Quest, but the truth is it's mostly about 
getting creative burnout from my 9-to-5 job. | 
would spend all day working thinking about making 
games, but then Га get home and feel apathetic. | 
need to be in an environment of creativity to be 
creative, so dropping down to part-time seemed 
like the right thing to do. At the very least, it felt 
like something 1 owed to myself, because I can't get 
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anywhere with my passion for making games if 
something saps my fervor away. 


It seems like not a day goes by when you haven’t 
announced some new weapon or other gameplay 
addition. Are there any secret plans for the game 
that you haven’t shared yet? 

Secrets? I’ve got a miserable little pile of 'em! | 
made sure early on to map out the story beats of 
the game so I can focus on adding content. | want 
most of it to be a surprise, and I'm not sure a lot of 
it will come to fruition, buuuut ... One of my 
biggest plans for the game, and probably the most 
ambitious thing that | haven't talked about yet, is 
that I want very badly to give the game a Master 
Quest type mode. It's kind of the full realization to 
me adding so many random items and features to 
the game! | love when games mix everything up, 
and you end up with items you never expected to 
complete the game. That's the only saucy secret 
plan I think | can share for now! 


If there's one thing you want people to under- 
stand about Simon Quest that they may not get 
from videos, screenshots or even this interview, 
what would it be? 

It's really shaping up to be something different — 
even in the early stages it's deviated so much from 
the inspiration. It's not very apparent on the 
surface, and that's kind of the point. I'm glad 
people get the Simon's Quest vibe from it, because 
that means I'm doing something right! Just know 
it's not a 1:1 copy. Outside of the most basic parts of 
the gameplay loop and visual/story inspiration, it's 
pretty far from ClassicVania. That's the hardest 


thing to convey to people. NE 
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NICOLE PRINCE 


CoN COSTUMES 
Our Top 11 from Otakon 19! 


HALLOWEEN MAY BE the biggest day for dress- 
up each year, but superfans of video games (and 
more) show their love for their favorite characters 
year-round by cosplaying at conventions! Pictured 
here are several great outfits seen by our own 
Nadia & David Oxford at the most recent Otakon. 
Their Instagram names are below (when available), : — 

so check 'em out there to see more! — LUCAS @MIDV4LLEY 
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(LITTLE LOVI @KAYLEEKARI & @STEPH.BH @BECCSHOTS 
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GAME Boy HORROR 


Old portable tech fuels an all-new nightmare in Deadeus. 


BE WARNED: If you're considering trying out the 
brand-new Game Boy game Deadeus, you might 
find more than family-friendly spookiness. 

Created using Chris Maltby's GB Studio, 
Deadeus is a twisted, unnerving horror game for 
the Game Boy that can be played either on an 
emulator, or, if you have a flash cartridge, on 
authentic Game Boy hardware. 

Taking more than a little inspiration from 
Majora's Mask, the game lets you explore a creepy 
seaside town over the course of three days before 
a cataclysmic event ushers in the apocalypse. As 
in that famous Zelda sequel, the gameplay is split 
up between three days, with the village's many 
residents performing different tasks on each day. 

There's a lot of H.P. Lovecraft thrown into the 
mix here as well, as the story revolves around a 
terrifying creator god who is coming to end the 
world. The village's children are all having strange 
nightmares, while many adults are acting suspi- 
ciously, and there are rumors of a shadowy cult 
that's preparing for a terrifying ritual. 

What's really impressive is just how well 
Deadeus makes use of the Game Boy's limitations 
to aid the storytelling. Monochrome graphics 
communicate that this world is devoid of life and 
color, while slow, unnerving chiptune music 
creates a potent sense of foreboding. There are no 
jumpscares or oogly boogly monsters, but instead, 
the game generates fear through its ambience — a 
subtle achievement that's very difficult to get 
right in horror games. 

It does help that the game boasts 
some of, if not the most impres- 
sive graphics ever to come to 
the Game Boy. There's some 
genuinely disturbing 
imagery in the game, and 
the town is lovingly ren- 
dered in impressive detail 
considering the Game 
Boy's blocky resolution. 

Even the game's short 
playtime helps add to its 
effect. The relatively quick 


three-day cycle goes by fast enough that players 
can start again and again as they explore a 
complex branching narrative. Replayability is key 
here, as there are multiple different endings to 
the story (although none of them are particularly 
happy), and it's impossible to learn the whole 
story in a single playthrough. Figuring out some 
puzzles can take multiple attempts, but be aware 
that some of the more interesting endings involve 
getting your hands very dirty with a sacrificial 
knife. 

Deadeus is a masterclass in efficiency, and 
manages to tell a big story with delightful brevity. 
That said, while playing on an actual Game Boy 
may be tempting, it might be more useful to 
tackle this on an emulator with a save state 
function, so that you can quickly reload a previous 
file and explore a different path. Stand on the 
wrong tile of the map, and you might end up trig- 
gering an unexpected ending by mistake . . . so it's 
nice to be able to reload and try again. 

The game may frustrate completionists who 
need to hunt down every possible ending, but one 
nice thing about Deadeus is the fact that, as it's 
relatively obscure, the Internet has yet to pick 
apart its mysteries in lengthy walkthroughs. You 
can go in relatively blind, and be forced to figure 
out its hidden treats for yourself. Convince a 
friend to play the game, and you'll both experi- 
ence very different parts of the story. 

As a hobby project, Deadeus is not entirely 
without its flaws. In rare cases, the game's simple, 

cartoonish sprite art can end up looking more 

comical than scary, and there are a few 
bugs and glitches. (Although, to his 
credit, creator IZMA has been working 
hard to fix them.) A talented devel- 
oper and artist, IZMA's enthusiasm 
for the project shines through, and 
what imperfections may be present 
can be dismissed considering just 
how focused the entire project 
feels overall. Deadeus is easily 
one of, if not the most impressive 
horror games ever released for 
the Game Boy. Don't be sur- 
prised if it gives you night- 
mares! — MATTHEW L. 
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ARLO'S HEADCANON 


LUIGI LOSES HIS WAY 


STEP BY STEP Luigi crept through the woods. He grasped the nozzle of his Suddenly he heard an otherworldly shriek behind him and 
Poltergust tightly with both hands as he peered nervously around. Strange he stopped dead. Slowly, slowly, he turned on the spot, terrified 
noises floated through the trees. Chilling wind swirled the dead leaves around of what he would find. Finally he saw it. It was tall — easily 15 feet. It 
his feet. The last of the light had just faded from the sky, and when he realized wore a long, tattered black robe. Black smoke poured from the bottom of 
his he gave a quiet whimper. the robe and two skeletal arms stuck from the sleeves. Its head was that of 
He was supposed to be at Peach's castle for dinner an hour ago, but he'd a goat's skull, with twisted, gnarled horns. The thing held a giant, black sword 
gotten lost along the way. He was lucky that Professor E. Gadd had let him with glowing red runes etched on its blade. It held up the sword, pointed it at 
eep the Poltergust, and luckier still that he'd remembered to grab it on his Luigi, and gave another blood-curdling scream . . . 
way out earlier that day. He always brought it with him if he thought he'd be FLASH. 
walking alone at night, and here he was, jumping at the sound of snapping Ihe massive ghost dropped the sword and clawed at the air as it was 
wigs as he made his way in what he assumed was the right direction. sucked into the Poltergust with another pop. 
What he'd neglected to notice an hour earlier was the weather-worn sign mmediately after that a dark portal opened up above Luigi's head. Out of 
on the side of the path that read NOW LEAVING MUSHROOM KINGDOM. the void leapt a black, armored horse. On its back was a tall man, also 
Suddenly Luigi heard a laugh behind him and whirled around with a armored. He wore a skull mask with two horns, and brandished a long spear 
scream. Floating before him was a ghost . . . but it wasn't like any ghost he'd with spikes on the end. He held the spear to the sky and bellowed evil laughter 
ever seen. It wore a tattered robe and had black, knobbly arms and hands, one as twin lightning flashes split the night. He wasn't finished with his laugh 
of which was holding an ornate lantern. Glowing eyes peered at him from the before the leg of his horse was being sucked into Luigi's vacuum, and mere 
shadow of its hood. The thing gave another laugh as it began to float menac- moments later he was gone, and everything was quiet. 
ingly toward him. Luigi panted and scanned the ruins, still gripping the nozzle tightly. It 
Luigi's knees trembled, chills ran down his spine, cold sweat dripped from seemed that he'd captured the last of them... 
his forehead . . . but just before the ghost reached him, his instincts kicked in. Suddenly another ghost appeared before him. It was an older man with a 
He flashed the thing with his Strobulb and its eyes widened in surprise. white beard. He was very tall, and wore ornate robes and a gold crown. He 
Then he stuck out the nozzle of the Poltergust and mashed the button. It came spoke in a strong but gentle voice: 
to life with a loud VROOOOOOMMM and immediately the ghost was pulled "Hero. | am the King of Hyrule. You have rid our land of many foul spirits. 
rd. It fought the pull of the vacuum, giving a series of high-pitched You have my deepest gratitude, and the gratitude of . . . " He paused for a 
, but soon it was sucked into the nozzle with a pop and contained safely moment. "Why are you still..." 
he base on his back. Luigi wiped his brow with a "Whew," and contin- He looked down at Luigi's hands, which were still gripping the nozzle of the 
his way, on his guard now more than ever. Poltergust. The King gave a small, nervous smile. "Surely, you must — " 
sn't long before he saw what looked like a building through the trees. FLASH. 
he would find other people, he ran ahead. Soon, however, he found VROOOOOMMM. 
in an expanse of crumbling ruins. Broken statues littered the ground. Pop. 
ack crypts gaped at him like open mouths. The cracked stone beneath ore ghosts appeared, but when they realized what had happened they 
threatened to trip him with every step. began to flee. Back in his rhythm, Luigi pursued and sucked up each and every 
rned to leave, but was stopped by another ghost. This one was even one. 
han the last, and wore a skull necklace. Wasting no time he flashed it A little boy with green clothes, squinty eyes and a violin. Pop. 
Strobulb, and after a brief struggle managed to suck it up into the Two large, round creatures with muscley arms and rocky backs. Pop, pop. 
Poltergust. Suddenly there were ghosts all around. Some looked a little like A tall woman with long red hair and fancy clothes. Pop. 
Boos, but the tops of their heads were pointed and they only had one eye. He A bird man with a bow. Pop. 
lashed them and sucked them up, one by one at first, then two or three at a Three different fishlike women. Pop, pop, pop. 
ime. Then he spotted another new ghost, this one looking like it was made of Finally, they were all gone. The ruins were completely quiet. Luigi waited 
stitched-up burlap with a scythe in its hands and a lantern dangling from its for a moment, and when all was still he swung the nozzle of the Poltergust 
feet. It attacked him too, but he flashed it and sucked it up like the others. around in a triumphant little dance and stuck his fingers in the air in a V for- 
Four ghosts similar to the first one surrounded him. Each was a different mation. 
color and they cackled like schoolgirls. He hit three of them with the Strobulb "| deed eet!" he said to himself. 
and sucked them up, and the remaining one split into four. The copies danced Then he returned to the path and strolled back through the woods, whis- 
in front of him, laughing, as though daring him to guess which one was the tling to himself and wondering if there was any cake left at the castle. 
real ghost. Instead he just flashed them all and sucked up the one that didn’t 
disappear. After that, two more large ghosts came — one red, one green, both 
sporting mustaches and conductor’s batons. Before they could even act 
he flashed them and sucked them up with two pops. Then he con- 
tinued sucking up more of the smaller ghosts, flashing each 
one as it lurched for him and trapping it in his pack. He got 
into a rhythm and took them, one after another after 
another, sometimes sucking up as many as four or 
five at once. 
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GOIN’ ON A BOO HUNT! 


AND NOW FOR something totally different! 


| usually use this final page to share a personal story — some anecdote from my childhood, or an 
update on how my sons are doing as young Nintendo fans. But let's do something we've never done 
before instead: Let's go on a Boo hunt! 


You probably noticed a few as you flipped through the preceding pages already, but now I'm 
begging you to go back and perform a more thorough search! This issue of NF has been haunted! 
A whole bunch of Boos are hanging around — here, there and just about everywhere throughout 
all of the areas of this edition. | need you to examine each page and tally up an accurate count of 
just exactly how many Boos there are inside this issue. Only then can we report a proper total to 
our pal Luigi and have him get to work Poltergusting up all these unwanted invaders! 


Get your number in mind and then hold onto it, because we'll report back next time with the 
answer to this spooky game of hide-and-seek. Good luck... and don't get scared now! — LUCAS 


(Yes, this one counts.) 
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